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We play the apocalyptic sequel to Ini. 
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Don't be afraid of the dark. 


4 


omewhere in the darkness 

hides a thief. Darting from che 
light into the shadows. Trying not 
to be seen. Trying to get away 
without murder. 


In Thief Ш: The Metal Age, the 
quiet revolution of the first-person 
action genre continues. lf you 
missed out on the original Thief, 
don't let the experience be stolen 
from you again. 
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Be afraid of what it hides. 


Ta 
| E [AT ER 
a i : U.A. SYCHOTRONICS ASSOCIATION 
- z eer ieee 


> (reqioterss ae Wite) (3) ef IRE coder 


*okok ode ood ko ko + Ж 


1 zt * CONFIDENTIAL * 
i | Ee. Wok ok ok Ж ok ok KK 


I. *** SUPER-TERRORISM AND THE 
MANIPULATION OF THE HUMAN SPECIES. 


I.Since the 1990's, technology available to terrorists has improved, 
the scope of their destruction has expanded. Sue нш ЫШ док 
Sources say Deus Ex was created by Ion Storm to uncover the 
truth. Some say it’s merely the latest conspiracy fueled by 

a madman. And some say it’s a future training tool made to 
look like a hyperrealistic 3-D roleplaying computer game. 
Whatever it is, proceed with caution. They know you want it. 


II. A recent pandemic, popularly referred to as the "Gray Death", 
has made an already chaotic world situation even worse. 
According to a report by the Federal Disease Control Center, 

it is the worst virus since AIDS. It is not yet known what 
compounds make up this deadly virus, but rrent data shows 
amxxXENWÓXXSSX are likely candidates. @mbrosia} the virus’ 
stabilizer, has been linked to VersaLif at is significant 
about the number 12? Does UNATCO maintain control over Ambrosia 
distribution? rmmbBEBECLSC can only mean www.unatco.com. 


Fig. 2.4 Fig. 2.3 
Be a generalist or a specialist 
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interact with 100's of characters, Do not attempt to use small aris 
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Fig. 2.2 Fig, 2.1 Fig. 2.6 Advanced Al and conversation systems, 
25 weapon types known. Trave! throug New York to Hong Kong These people are real! 


III. J.C Denton is a powerful, nano-augmented agent for an 
anti-terrorist organization. Little is known about this person, 
but it seems that he is on a mission. 
He works for UNATCO but what side he is working for is 
inconclusive at the moment.  XXWXXHXDXX 


XIGGODEGIXDXX Can he be the one to save this world 
from complete annihilation? 


****URGENT**** 


MO6-MO9: Get augmentations functioning again! 
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Subdermal (2) 


а. 

b. Cranial (1) 
c. Eyes (1) 
d. Torso (3) 
e. Arms (1) 
Ga 


legs (1) 
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піс Augmentation, Nanotechnology and You! 
“BODY ENHANCEMENTS*** ы 

* Jump Farther! Run Silently! See in the Dark? 

ə 2, 3 and 4 Tech Level Upgrades Available! 

• 20 Augmentations to Choose From! 


+ Much More! 


Through the gift of science and technology YOU can now GENETICALLY 
MODIFY YOUR BODY to cope with the everyday demands of espionage and 
anti-terrorist activities! 


ROBOTICS Ө UNLIMITED. Where Man Meets Machine! 
Write For Free Information NOW! 


Deus Ex, ION Storm names and logos are trademarks of ION Storm, L.P. All Rights Reserved. © 1999, 2000 ION Storm. Eidos Interactive and the Eidos Interactive 
logo are registered trademarks of Eidos Interactive. © 1999, 2000 Eidos Interactive. The ratings icon is a trademark of the Interactive Digital Software Association. 
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James West. 
t-shoot any marksman and out-think any mastermind. Now you can put on 
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assassinate the President. Play the parts of James West and 
Gordon and get into predicaments as wild as their personalities. 


ои think you're ready to tame the new frontier, then reach 
your six-shooter, muster up your courage and go West! 


Own the movie 
on VHS or DVD! 
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> 
SOLUTION: 


How does a pudgy Messiah Possession... Naked and Bob, recognizable by the halo, Then he can possess the 


with only a diaper for defenseless, Bob uses his realizes that the worker does not medic sent in to aid the 

defense find out the only weapon and takes pulsi ss ассы кс the crushed worker, medics 
source of evil on earth? Edenh elie Laan “Bob” lowers a 5-ton tank оп’ have security access. 
ILLI T PM слага г i unsuspecting worker. 


Now through a warehouse Dumping the medics body, Cops also have laser While being scanned at the 


door, Bob still needs access Bob realizes that Cops have sighted GUNS! door Bob attracts some 
to the lab where he believes access to the lab. How heavenly! unwanted attention. 


he'll find some answers. 


After seeing the awe- 
some power displayed 

by the behemoth, who 
needs a cop. Bob takes 
possession of the 
Behemoth and is ready 

to KICK SOME ASS! А 
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BY MAIL. SEE BOX FOR DETAILS. 


"The only thing that people will 
be talking about next year is 
how nothing compares to 

' Messiah." - ME PF 


"What will revolutionize the 
gaming world... is Messiah's 
unique style and more than 
a little disturbing gameplay." 


"It's this act (possession) of not just taking on a body, # 
but an actual character that makes the game so unique." 


Messiah ©1999 Shiny Entertainment, Inc. All rights reserved. Messiah is a trademark — 77 A 
of Interplay Productions. All rights reserved. All other trademarks and copyrights are 


property of their respective owners. шшш, Tplolj-stüre.com E 
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columns 
Upfront 

The Good New Days 
BY DENNY ATKIN 


Over the Net 
Of Newbies, Vets, and Spoilers 
BY CINDY VANOUS 


28 newswire 
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Ford Racing 
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Tzar 
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,0 features 
Tiberian Sun Redux, Ex Post Kane 
Command & Conquer: Firestorm 
BY NICK McELVEEN 


One Man Can Make a Difference 
Command & Conquer: Renegade 
Brings You Down Into the Action 
BY NICK McELVEEN 


Ford Racing — 34 


Hammer of the Gods 

Human Head Studios’ Rune dusts off 
the Viking motif for some bash- 
heavy third-person action 

BY STEVE BAUMAN 


New From Mattel! Hardcore Gaming! 
With the acquisition of SSI, 
Mindscape, and Red Orb, Mattel is 
making toys for us big kids. We 
take a look at the lineup for 2000 
and beyond. BY SCOTT UDELL 


hardware 

FAQs—The Microsoft Monopoly: 

l'Il trade you Park Place for Redmond 
REVIEWS— 

Sound Blaster Live! X-Gamer 

GS Gun SystemP120 Action Pad 
Cordless Wheel Mouse 
MousePredator 4D 

Saitek RIOO PC Racing Wheel 


reviews 
Age of Wonders 
Gabriel Knight 
Asheron's Call 


rebound 


coming soon 
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WHEN DYING FOR THE EMPIRE’ WAS AN HONOR... 


TALONSOFT'S 


In 1941, Japan unveiled plans 
to bring the western Pacific 
under its control. Suddenly, the 
nations of the western Pacific 
faced the most dangerous 
enemy ever...men who 
considered it an honor to die 
in service of the Empire of the 
Rising Sun! 


Raise the flag at Iwo Jima with 
TalonSoft's Rising Sun™! 


* Platoon-level ground war 
in the Pacific 


* 30+ Scenarios and 
3 "Linked" campaigns 


* Detailed terrain 
includes, rice 

paddies, coral reefs 
and dense jungles 


* Marines land in the Central Pacific 


тав атлета 
Ambush оп the road to Rangoon 


eT VD ERR 


nail Guy 
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Available January 2000. Check it out at your local retailer, www.talonsoft.com or call 1-800-211-6504 
Copyright © 1999 by TalonSoft, Inc. All rights reserved.TalonSoft™ is а registered trademark of TalonSoft, Inc. 
TalonSoft is a subsidiary of Take-Two Interactive Software, Inc. 
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YoU ARE BERND 


и TC not Just the King of Ardania, ı you re a medieval Land Baron. Spread i your power far 
and wide with Warrior Guilds, Trading Posts, Temples, Gnome Hovels and Elven Bungalows s. 


vov ARE DEE TRONER 


Lay si : Raze the unholy stench from evil's spawning grounds in 
nineteen replayable, non-lincar quests, and freestyle missions of your own devising. 


YOU ARE WAR 


For every foly day, there is a Harpy. For every peasant, a Troll. For every knight, a Dragon. 
UC) upy: y p VU) e 


For every moment of Ringship, a Royal pain. Recruit from sixteen different here classes to füglit 
off the hordes of monsters stalking your Kingdom ~ Rock Golems, Dragons, Dacmonwood, oh my! 


vov aat BEROR 


Only a sovereign. of your great stature can bring peace to the long-suffering peasants of the land. 
Manag age your gold carefully, you "If need to spend it wisely to achieve success. 


vov art MIGHT 


Yours is an iron fist in a velvet glove. Battle against, or cooperate with, up to three other 
players in multi-player games ~ the choice is yours. 


you aRE THE LAW 


"you are the Mean. Jf something rubs you the wrong way - put a price on its head! Place 
reward flags with gold bounties to prod your heroes into dishing out some heavy metal vengeance. 


[The Fantasy King [The Fantasy Kingdom Sim] rdom Sim] Sim 


un RULE 
Download the majestic ‘MAJESTY’ demo 


majestyquest.com and you’ll automatically be entered 


in the ‘King for a Day’ competition. 
©1999 Hasbro Interactive, Inc, All Rights Reserved. Majesty™ #4225 PROSE Win a trip to tour authentic 
a trademark of Cyberore Studios, ng Cyberore в а рые 2 E So 5 р 


trademark of Cyberlore Studios, Inc. All Rights Reserve www.microprose.com medieval castles in England. 


THE MAJESTY DEMO RULES! 
. AND SO CAN YOU!! 
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New Day: 


Gaming has come a long way, baby 
by Denny Atkin 


few days ago | was unpacking the last 
of my boxes from our move to Vermont 
and | came across a set of floppy disks. 
Four disks marked "Doom, registered 
version," and a single 720K disk 
marked "Microsoft Flight Simulator 4.0, 
copyright 1989. " A single low-density disk? 
Dam, | must be missing the others, | thought. 
But | plopped the disk into my A: drive and 
took a chance that | might be able to jump back 
in time a decade or so. | double-clicked the 
batch file, configured the program to its maxi- 
mum graphics resolution (640x350 EGA, but 
using the "more realistic" VGA 16-color palette), 
and took off into 1989. And boy, did it drive 
home one thing—we've come a long way, baby. 


The Good. 


required the user to have a fairly strong imagi- 
nation to fill in the gaps. Because the decade- 
old PC was such a poor game platform com- 
pared to the Amigas, Atari STs, and even 
Commodore 64s of the day, the PC games of 
1989 didn't have much more mainstream 
appeal than the Apple Il games of 1979. 

As this is being written at the end of 1999, the 
landscape is dramatically different. Graphics are 
approaching photorealism. Frame rates are dou- 
ble that of a motion picture. And the click and 
sputters of the past have been replaced by digi- 
tal sound rivaling that of audio CDs. 

And as much as the games have changed, so 
have gamers. Those of us who remember typing 
LOAD "0:*",8,1 to start a program, who remem- 


"The clicks and sputters of the past have 
been replaced by digital sound rivaling 


that of audio CDs." 


Even the more recent Doom felt pretty primi- 
tive—flat, sprite-like monsters, 320x200 resolu- 
tion, no 3-D support, and no mouselook. But 
Flight Sim really illustrated how far we've come 
in the past 10 years. From 16 colors to 16 million, 
from a Chicago with about five line-drawn build- 
ings to one with dozens of photo-textured sky- 
scrapers, from primitive hand-rendered instru- 
ments to panels which look ripped from a real 
plane. And where Flight Sim 4.0 has just a few 
cities, Flight Sim 2000 renders the entire world. 

It's particularly interesting to contrast how 
far games have come in the past 10 years com- 
pared to how far they came in the decade 
before that. The PC games of 1989 appealed 
mostly to hardcore gamers and computer hob- 
byists. The graphics were sketchy, the sound 
was ghastly (listening to the PC speaker sputter 
in Flight Sim 4.0, my wife thought something 
was wrong with my computer), and games 


ber when Chris Crawford was the controversial 
game designer instead of John Romero, are a 
small (but vocal) segment of the gaming pub- 
lic. At times, we sit at our computer desks like 
they're virtual rocking chairs on an Intemet 
cyberporch, ranting about how much galdang 
better games were when we were kids. But a 
look back at the golden oldies shows something 
different. The simplicity of the games of old 
brought in the most powerful game enhancer of 
all—DirectBrain3D. Games like Empire, Raid on 
Bungling Bay, Red Storm Rising, Balance of 
Power, Nukewar, and F-19 Stealth Fighter were 
fantastic in their day. Load them up today, 
though, and you'll find that the trick of memo- 
ry has upgraded their graphics and gameplay 
significantly, and that much of the fun came 
from filling in the gaps with imagination. If 
we're disappointed by some of today's offer- 
ings, it may not be as much that games aren't 


as good as that their increased realism and 
detail gives us less opportunity to stretch our 
mind's creative muscles. 

So next time you pine for the "good ole 
days," think a little harder. Thinking back to 
college, we remember the friends, the interest- 
ing teachers, the nonstop parties... But we 
don't hearken back to being broke, dull 8 a.m. 
classes, and evil ex-girlfriends. With games, we 
forget just how primitive the graphics were, 
how basic the Al was, and how much fun it was 
to tweak EMM386 to try to get enough memory 
to use your mouse and CD-ROM while playing. 

Still, there are legitimate complaints. Today's 
games often lack originality, and we're bom- 
barded by sequels. Some of that is due to there 
being fewer original ideas left to try, but much 
of it is related to extreme conservatism of mar- 
keting types. Another legit gripe is that the less 
sophisticated games of yore didn't need three 
patches to run correctly. 

As gamers have moved on, some gaming 
genres haven't. Look at the genres that have 
been declining in popularity: adventures, sim- 
ulations, and wargames. There are many factors 
involved here, but a major one is that, while 
other genres have seen radical evolution, these 
games are basically more sophisticated versions 
of the gameplay we experienced years ago. 
Compare these to the popular action and strat- 
egy genres, where things are mighty different. 
Don't believe me? Look at RPGs. A couple of 
years ago, they were considered as dead as 
some consider adventures now. Then Fallout, 
Diablo, and Baldur's Gate redefined the land- 
scape, and RPGs now thrive. Adventures, sims, 
and wargames need a similar shot in the arm. 
To succeed in today’s big-buck-development 
mass market, those genres need wide appeal. 
The evolution of RPGs shows that that can hap- 
pen without destroying the depth and game- 
play that made the games fun. 

We can move forward, yet still revisit the 
good old days when we're feeling nostalgic. 
After all, Flight Sim 4.0 on a Pentium III/500 has 
a very smooth frame rate. m 
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A Baldur’s Gate™ Engine Adventure beneath the Spine of the World 


www.interplay.com/icewind 


95/58 BiQWARE Ddngéons& Dragons: pa 


Icewind Dale: 
DRA 
Interplay 


roductions, The BioWare Infinity Engine logo is a trademark of BioWare Corp. Exclusively licensed Md distributed by Interplay Productions. All other tradema and copyrights are Bee of their respective owners. 
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"There is no such thing as roo much power. 
s (CSS Only roo many who lust for it. Deny them. 


3 
Harness incandescent power and stalk the most 
unbelievable environments ever created for the PC. 
Design your own citadel of fear and wage a single and 
multiplayer campaign the likes of which have never 
been seen before. —— — 


A new day is dawning. Seize ir. 
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BASED ON THE BEST-SELLING FANTASY 
SERIES BY ROBERT JORDAN 


The Kingdom. The Power. Che Glory. 


www.wheelofrime.com 
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and Spoilers 


A field guide to online players 
by Cindy Vanous 


kay, so the Kewl DOOd has gotten a lot 

of press. More, in fact, than his ilk 

deserves. When one of my less-wired 

friends recently asked why | bothered 

to play online when the games were 

so full of cheaters and selfish jerks, | 
realized that the Kewl DOOd is the only player 
who ever gets a mention. 

And | knew in that moment that the time 
had come for a comprehensive Field Guide to. 
Online Players, much like the bird and insect 
books you can find at trendy nature stores. 
l've made a start from my own observa- 
tions—take this guide along the next time 
you log in, and see how many species you 
can spot! 


The Crusty Veteran 

They've been playing this game since it came 
out. Hell, since before it came out! They played 
the alpha and then the beta and damn if those 
weren't better somehow than the final product. 
Probably because there were better people in 
the game. Fewer little kids and whiners. Now. 
stop bothering them and let them play! 


The Role-Player 

Surprisingly, you will find these in practically. 
every genre of online gaming. In air combat 
games, many of the virtual pilots have 
painstakingly researched their chosen planes 
and the squadrons who flew them, in order to 
better replicate the experience. In futuristic 


"When a friend asked why І played online when the 
games were so full of cheaters and selfish jerks, 1 
realized that the Kewl DOOd is the only player who 


ever gets a mention." 


The Newbie 

Those who have just acquired the game. 
Newbies can be easily identified by their seem- 
ingly random actions, mistakes in judgement, 
and lack of compliance with "house rules" and 
conventions that seasoned players take for 
granted. (Tutor them well, for someday one 
may be your wingman.) 

The Mock Newbie, on the other hand, is the 
Viceroy butterfly of the online gaming scene, 
mimicking a Newbie for protective camouflage. 
If you see someone making the same team- 
damaging "mistakes" over and over again, or 
begging for money on the streets of your 
favorite fantasy world, and excusing them- 
selves as new to the game, chances are they're 
just a Mock Newbie. 


action- and wargames, some players have 
become so familiar with the backstory and 
manufactured history of the game universe that 
they've invented their own lingo and pseudo- 
military structure. And in actual online role- 
playing games? Well... there, unfortunately, a 
passing familiarity with RennFaire stereotypes 
and pidgin Shakespeare seems to be considered 
a valid substitute for the creation of truly in- 
depth personas. 

Have at thee, foul monster. 


The Mom 

Usually not a real mom, and often not even a 
woman, the Mom is that player who wants to 
help everyone out. If ever there is a question 
about "house rules," a Newbie who needs to be 


shown the best sniper spots, an adventurer 
who can't get back to his monster-surrounded 
corpse, or a message board crying out for san- 
ity, the Mom is there. These are the players who 
are fanatically loyal to one specific game, who 
notify the system admin when a Spoiler (see 
below) is causing trouble, who never seem to 
be asleep when a player needs hints at 2AM, 
and who remember all the latest driver versions 
just in case somebody's having video trouble. 
Blessed be the server that has one. 


The Spoiler 
These players' sole ambition is to break the 
rules of the game, preferably in the craziest 
manner possible. If you're zipping around the 
track and suddenly spot a car coming at you 
head-on, that's the Spoiler. These are the guys 
who unload in their own base with the rocket 
launcher and slag everyone's armor, or cast 
Fireball in a crowded tavem, or suddenly 
decide they're flying for the Germans. 
Although this species bears some resemblance 
to the Kewl DOOd, the primary difference can be 
noted in the fact that the Spoiler achieves noth- 
ing from his or her actions except possibly a big 
laugh or a mystifying sense of self-satisfaction. 
The Kewl DOOd will kill you from a distance and 
take your stuff. The Spoiler would be just as 
happy running up to you with a bomb and set- 
ting it off to watch the gibs fly doubly thick. 


The Player 
This is you, this is me. This is anyone who logs 
in to blow off some steam or just enjoy the 
game. This is the person you might meet in the. 
chat lobby, or trade rockets with in an alien 
hallway, or help to raid a thieves' stronghold, 
or dogfight over Korea. These are everyday, 
ordinary, human people... who occasionally 
tum into Spoilers on a moment's notice. 
'Cause sometimes, when the track is full 
and that little mental voice says "pull a boot- 
legger and drive the other way!”, you just... 
can't... resist... m 
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gour ultimate mission.. -get home alive 
a ‘pace combat action game 


uw are fold that space 


OX Ми Final Frontier 


now youll ne 


43 Fes take a step 


beyond. 


X - BEYOND THE FRONTIER COMBINES 
THE INTENSE LONGEVITY OF THE 
RENOWNED ELITE SERIES WITH 


THE SPECTACULAR TECHNOLOGY OF 
TODAY’S CONTEMPORARY GAMING. 
STUNNING 3D ENVIRONMENTS, EPIC 
BATTLES, DIPLOMACY, CONSTRUCTION, 
EXPLORATION AND TRADING COMBINE 
TO CREATE ONE OF THE LARGEST 
GAMES EVER. 


YOU ARE THE PILOT OF AN EXPERIMENTAL 
CRAFT THAT ACCIDENTALLY DROPS YOU 
INTO AN UNKNOWN SECTOR OF THE 
UNIVERSE. YOUR MISSION IS SIMPLE— 
GET HOME ALIVE. ALONG THE WAY ҮПШ? 1. 
ENCOUNTER DIFFERENT CIVILIZATIONS AND 
EXPERIENGE THEIR UNIQUE CUSTOMS. 
But BE- AWARE, DIPLOMACY IS NOT 
ALWAYS THE ANSWER} CO-OPERATING WITH 
ONE RACE COULD EASILY MAKE YOO THE 
DEADLY ENEMY OF ANOTHER: 


EVENTUALLY, EVEN THE ELITE FIND THEIR MATCH 
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Look for Diablo” Il in stores near you. 
Screen shot courtesy of Blizzard Entertainment. 


dm c» 


ғІБһт evil and reap your rewards more ыш Ет and 
ассигате_у with The enun dpi razer aoomsLanG. 


© 1999 kärna ис. All Rights Reserved. kärna, the kärna logo, Razer, 8 
“kk - the Boomslang logo are all trademarks of kärna цс. Diablo is a trademark an 
arna  isatademark orregistercditrademareefDavidecn/and Асос 


pe Ey All rights reserved. All other trademarks or trade names are the property of their respective Owners. 


ттк mouse. 


f 
Prepare to take on the Devil 
himself in Diablo" Il—sequel to 
the monster Action/RPG hit. 
But be warned: to face such a i: 
foe, you'll need one hell of a 
weapon. Introducing the Razer" 
Boomslang": 


Better in Battle - Three times 
the accuracy of a normal mouse 
(1000 dpi and 2000 dpi available) 


2 


Faster Means Stronger - 
Lightning-quick, four-button ~ 
control 


Nimble Precision - On-the-fly, 
adjustable sensitivity 


Raze your gaming performance 
with the Razer Boomslang...and 
add a powerful new weapon to 
your inventory. 


BOOM )LANG 


| Order exclusively via 
www.razerzone.com or call toll free 
1.877.razerzone (1.877.729.3796) 


villages. Establish indes 
and grow your population t 
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"Europe's fastest selling 
PC Game" 


PC Zone 


"Fascinates from the 
first minute on...” 
PC Games. 
“a A first-class 
free-time killer.” 


GameStar 


р jue blend. "two exciting genres, 
e builder part real time strategy 


30. unique trades 


choice of seven campaigns, continuous play 
'S with pre-set missions 


arantee a quick and easy entry into gameplay 


n replace functions filled by statistics in other games 
ial intelligence automatically adjusts 

kill leve 
hematic transitions between scenarios 


LA 
маар layer mode for up іо 4 people per network ог 2 players via modem 
and includes over 30 unique multiplayer scenarios 


* Map editor lets you create your own new world to build and rule 


ONQUER 

ships and troops to keep your settlements 
- "safe and trade routes free from hostile enemies. 

Or, wage war against your enemies. 
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news, rumors & first looks 


The gorgeous town of Moonglow. 


AFTER YEARS OF WAITING, THE FINAL ULTIMA IS AT LAST UPON US. 
Well, most of it, anyway. Fans of the series rushed to the stores this 
month, eager for Lord British’s magnum opus that’s taken four 
years to arrive. When they got home and started playing the 
game, they realized it still arrived early—about a month or two of 
bug fixing and performance tuning are in order. 


Technical problems with the game are legion. For starters, TNT, TNT2, and GeForce owners using 
NVIDIA's latest reference drivers (which many games recommend) can’t run the game at all. 
There are some additional problems with DirectX 7, which is what ships on the game CD. The 
install program has a bug where the game can be installed in an invalid way. Sometimes crea- 
ture Al just seems to not “turn on,” some scripted events are breakable, some objects get stuck 
in the air, and so on. To make matters worse, the game tends to crash at random quite often. In 
fact, the readme.txt file that installs with the game lists several "known issues" that should have 
been fixed before release. 

The bugs and crashes are compounded by performance problems. Most players don’t have a 
Voodoo-brand card, and have to play the game in Direct3D mode, which is unbearably slow. 
Even Voodoo owners who can play the game in Glide are complaining about how slowly the 
game runs, citing memory problems as a key concern. 

Origin was quick to respond to fan criticism. Im addition to almost daily "patch progress" 
updates on the official message boards by the developers, the following letter appeared on the 
official Ultima IX: Ascension site just days after the product arrived in stores: 


Greetings! 

We have been following closely the responses of our fans, and we are aware of customer 
concerns, the greatest of which is the Direct3D performance of Ultima Ascension. The game is 
very important to us, and we have by no means stopped our work in ensuring that game is 
worthy of the legacy of Ultima. 


We have also seen concerns dealing with the newer TNT drivers, and we have found a solution 
for this. A patch will be released very soon that will fix the TNT driver incompatibility, as well 
as address issues within the game, including some that we have seen from you. Our program- 
ming team is still hard at work improving the D3D support, and has, in fact, enlisted the help 
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Sometimes creatures will just stand there while you 
beat on them. 


Ultima Ascends—Sorta 


A tapestry in the museum in Britain tells of the 
Avatar’s adventures. 


of D3D card manufacturers to ensure the greatest 
improvement possible. These changes will come in a 
later patch, after we are convinced that we have 
done everything we can to make sure that everyone 
can experience Ultima Ascension at its fullest. 


We've been playing the final version of the game 
for a couple weeks now, and found all the complaints 
about bugs and technical problems to be very well 
founded. We've also found that the game, when it’s 
working, is absolutely brilliant. It's a true Ultima, with 
the most beautiful, rich, and detailed game world 
we've ever seen in an RPG. It's full of fiendish puzzles, 
combat, personal advancement, and has all the depth 
and history one would expect from an Ultima game. 
The final chapter in the U/tima “Trilogy of Trilogies” is 
truly an epic game, as we've already put a good 60 
hours or more into the title and still didn’t have it 
done in time to review this month; we'll have a full 
review next month. For the time being, gamers inter- 
ested in playing the latest Ultima might want to check 
Origin's official Ultima Ascension page for information 
about a patch, which may be released by the time you 
read this (www.ultima-ascension.com). —/ason Cross 
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“One of the most impressive driving sims 
I’ve loaded on my computer." 
-IRL Insider Magazine 


The world's never seen a dirt track racing game - until now. 
The physics are real and the competition is fierce. With 30 tracks and 18 cars, your racing career depends on 
accumulated prize money, car upgrades and aggressive driving. Get your car in gear or get off the track. 


EVERYONE 


DEVELOPED BY m 
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GRAB YOUR PIECE 
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"far тоге immersive than...any other upcoming multi-player only дате." 


— Gamer's Alliance 


ТТТ 


Up to 1,000,000 players means 999,999 


Build alliances with a network of friends! 
enemies or allies around every corner! 


Work together as a team to attack and 
defend against hostile intruders! 


Ignite the battlefields with a massive, 
ever-expanding arsenal of weapons 
and units of mass destruction! 


© 1999 SegaSoft Networks, Inc. All rights reserved. 10Six, HEAT, the HEAT logo, SegaSoft and the SegaSoft logo are trademarks or registered trademarks of SegaSoft Networks, Inc. *24/7 (24 hours, 7 days a week) 


gameplay except for normal maintenance, upgrade efforts and Internet weather beyond our control. You must have an Internet service provider (ISP) to play 10Six. Performance varies from provider to provider. 
SegaSoft is not liable for poor connections or server downtime that may occur during gameplay. 


IN THE INTERNET'S ONLY 


MULTI-PLAYER GAME . 


OF THE ROG 


"will change the way you play games forever" 


— Next Generation 


Breakthrough virtual economy — 
buy, sell, own, collect, and even steal 
limited-edition weapons and power-ups! 


Only on sAr HEAT.NET SEGAS®FT Networks, inc. 
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In its latest of a stream of product 
cancellations, Sierra dropped the axe 
on Tribes Extreme, an updated ver- 
sion of Starsiege: Tribes that was to 
feature a beefy single-player compo- 
nent, as well as cooperative play 
against computer-controlled ene- 
mies. Sierra’s Nels Bruckner posted a 
message on tribesplayers.com stating 


Tribes Extreme 


that delays in the creation of the 
product would have impacted the 
Tribes 2 project, as the Extreme team 
was slated to shift to Tribes 2in com- 
ing months. Rather than delay the 
more significantly updated Tribes 2, 
Sierra canned Extreme. There may 
still be good news for Tribes fans, 
however. Bruckner hinted that much 
of the new multiplayer content that 
was being developed for Tribes 
Extreme would be made available for 
free via the Web... Li E 
Take your pick: serious, or shagadel- 
ic. Electronic Arts has snagged the 
James Bond license, and plans to 
develop PC and console titles based 
on The World is Not Enough. EA is 
mum on details right now, but secret 
agents close to the company indicate 
that the first title we'll see will most 
likely be a first-person Bond game 
based on the Quake III engine. 
Meanwhile, Take-Two has its mojo 
working on titles based on the 
groovy Austin Powers license, which 
is has secured for the next four years. 
Take 2 reports that the Austin Powers 
franchise (movies, TV, licensing) has 
so far raked in over 550... Million... 
Dollars. Pretty frickin' impressive... 

Y H —In an 
$81 million deal, Electronic Arts has 
signed on to provide all the content 
for America Online’s Games Channel. 
Early information on exactly what 
games will be available is vague, but 
EA did mention “casual” and sports 
games in its announcement. Specific 
titles weren’t promised, but EA did 
mention PGA Tour, FIFA Soccer, 
SimCity, Need for Speed, Tiberian 
Sun, and Ultima Online as examples 
of the types of games it would be 
providing. Expect to see the fruits of 
this alliance this summer at AOL key- 
word “EA”... c —As 
part of its expansion of its newly 
formed EA.com online division, 
Electronic Arts has purchased 


Opportunity Nox 


Westwood Studios recently brought a little pre-holi- 
day cheer to Wizards of the Coast's Gamecenter in 
Seattle, Washington, and gave a small horde of 
gamers their first look at Westwood's upcoming RPG, 
Nox. Local players had been invited to sign up for an 
evening of play and an informal toumament, and they 
showed up in droves for the event. While the death- 
match hopefuls were warming up and getting used to 
the controls, we snuck downstairs for our own hands- 
on session with the game. 

Nox looks a bit prettier than the beta we saw at 
GenCon, and single-player functionality has finally 
been added. Much like Diablo (a comparison which, 
I'm sure, the team is roundly sick of hearing, but which 
holds true in many respects), Nox's story is comprised 
of a series of modular, action-oriented quests. Some of 
these seem to be optional, others of course are neces- 
sary to move the plot along, and there will apparently 
be separate quests and story elements for each of the 
game's three classes. 

Of those classes, previous players have reported an 
overpowering advantage for the Conjurer. This magic- 
wielder's Summon abilities seem to give him the edge 
in multi-play, since a savage horde of protectors (or a 
single, hallway-filling golem) can wreak devastation 
on most would-be attackers. 

This impression certainly seemed to be borne out 
once the tournament began, as Conjurers captured 
most of the top spots in the various heats. A couple of 
players walked away cursing their judgement in choos- 
ing the “lesser” classes, and one remarked that the 


It's Your Magazine 


While other magazines may try to outdo each other 
with hip street talk picked up from underpaid 
interns, semi-nude pictorials of women who've 
never even touched a joystick, or “exclusive scoops” 
on games that are but a gleam in the developer’s 
eye, our mission is just to provide you with the best, 
most accurate, and most useful info on games and 


Whether they made it to the finals or not, every attendee 
received a free Nox t-shirt and a copy of Tiberian Sun. 


Warrior was practically useless. The latter comment 
seemed particularly accurate—as the final heat started, 
only one Warrior remained. 

Imagine the surprise of the nay-sayers when that 
Warrior went on to win. After a pitched battle, player 
Sean Bean walked away with a $200 gift certificate to 
the Gamecenter company store (which he planned to 
spend on some new computer entertainment, regret- 
ting only that they didn’t carry Dungeon Keeper 2), 
and said that the secret of a Warrior's success was get- 
ting around a Summoned creature to attack the mage 
responsible, using the magic-busting War Cry as 
applicable, and running like a coward most of the 
time. (We say, "whatever works.") 

As the event closed down and happy players rushed 
home to post their impressions on the Web, the folks 
from Westwood mentioned that the Nox road show 


| might be heading to other cities before the game's 


planned release in February. —Cindy Vanous 


[below] Surrounded in the Land of the Dead—not a 
good thing... 


Пей] The game doesn't all take place in dark dungeons. 


gaming. To do that, we want to know what you like 
now, and what you'd like to see. More previews? _ 
Longer reviews? Unique feature articles? Or semi- 
nude pictorials of Benjamin E. Sones eating a cal- 
zone? Don't let that last one happen! Log on now 
and answer our survey at 


http://www.cdmag.com/surveys/cqm2k.html 
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Dominate on a global scale with the greatest version of 
Risk ever, Risk II! The classic game of strategy is back 
with all new simultaneous-turn play mode. No more 
waiting your turn to attack; it's non-stop, fast-paced, 
action-packed fun. Wage war with up to 8 players over 
the Internet. Talk to your enemies, form alliances, use 
diplomacy, and mercilessly backstab your way to 


For more information 
on world domination 
head to risk.com. 


A 


Interactive 


Why should you? 


HASBRO © 1999 Hasbro Interactive, Inc. 
Ай Rights Reserved. 


story’s greatest generals 


d didnt wait their turn to attack. 


victory. With the new mission-based play option the 
action is faster and more suspenseful than ever as 
players race to conquer continents. And with the 
ability to bid for territories, add new territories, and 
map extra attack connections, you'll need to use more 
strategy than ever. Risk II. It's all out war - and it's 
every empire for itself. 


www.microprose.com 
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Kesmai from News Corporation. 
This brings popular online titles such 
as AirWarrior and Multiplayer 
Battletech under the EA umbrella. EA 
will also get non-exclusive rights to 
offer Fox Interactive online games on 
its service... Wh n ur 
Hong-Kong developer Enlight 
Software is working on a new game 
tentatively called Hotel Tycoon, a 
simulation of hotel chain manage- 
ment. The game is in its very early 
stages; one source in the company 
says that it is “...mainly on a 
research stage and in fact nothing is 
finalized yet." Enlight's most recent 
projects have been the two king- 


wht 


ila 


Ford Racing 


EMPIRE INTERACTIVE MAY NOT HAVE A LOT OF EXPERI- 
ence in the racing sim arena, but that hasn't stopped it 
from landing a choice license (based on the Ford 
Racing team), or from promising a detailed and hard 
core sim as its debut product. Developed internally, 
Ford Racing will focus on 12 cars from Ford Motor 
Company's US and exotic European road car models. 
The game will feature 10 tracks, which Empire 
claims will be "minutely detailed and utterly realis- 
tic." Ford's newest NASCAR golden child, the Taurus, 
will be one of the featured vehicles, along with the 
Mustang, Focus, F-Series, Explorer, GT90 and several 
as yet unannounced ‘concept’ cars (we can only 
hope that these include the monstrous and comical 
F650 that Ford touted, tongue-in-cheek, at the last 
Chicago Auto Show). Physics modeling will be 
aimed squarely at realism—a lofty goal, and one 
that racing fans are likely to hold them to. The cars 
will also be configurable via an “unusually exten- 
sive vehicle setup” interface. The game will also 
feature a career mode that will start you out as a 
rookie driver competing in amateur-class events. 
Success will build on your reputation and allow you 


The Focus will be among the 12 Ford cars featured in 
the game. 


to take place in more prestigious races, and eventu- 
ally you will be offered a contract to race fora 
team. Success at the team level opens the way to 
the next class of Championship, as well as unlocking 
new cars and races. 

Two separate versions of the game are currently in 
the works—the U.K. game is nearing completion and 
should be available by Christmas (or possibly shortly 
thereafter). The U.S. version of the game will have 
some significant (and as yet unannounced) modifica- 
tions, and should be hitting store shelves later in the 
spring. —Benjamin E. Sones 


dom-building RTS games Seven 
Kingdoms and Seven Kingdoms II, 
but the company got its start with 
the well-regarded business sim 
Capitalism. Still, we can't wait to put 
away the catapults and cannons and 
start managing towel orders and 
sheet laundering!... off on 

IdTan Outspoken former 
DirectX guru Alex St. John, CEO of 
WildTangent, says his company will 
introduce at the Game Developer's 
Conference a new platform for 
Windows game development that 
will dramatically simplify game 
development. The WildTangent 
"game driver" will include a 3D 
engine, character animation, 2D 
sprite animation, hardware-acceler- 
ated audio mixing, and massive 
multi-player functionality. 
Developers will be able to create 
games for distribution both on the 


WildTangent's Web Ga: 


web and via CD with this technology. 
St. John claims that it will put the 
power to create competitive games 
back in the hands of smaller devel- 
opers and garage shops. "DirectX is 
getting a little gray around the tem- 
ples," St. John says. "Today it costs 
millions of dollars and years of 


Tzar: The Burden of the Crown 


CHANCES ARE GOOD THAT YOU HAVEN'T HEARD OF 
Swedish game developer PAN Interactive, and that's 
something it would like to change. In an effort to get 
into the lucrative American market, the company 
recently entered into an agreement with Take 2 sub- 
sidiary TalonSoft, and one of the first children of this 
marriage will be Tzar: The Burden of the Crown. Called 
"real-time strategy that combines a medieval strategy 
game with fantasy features" by PAN Imteractive 
American rep Julie Rankin, it is a game representative 
of what TalonSoft calls its new direction—hard-core 
history isn't the goal here, but fun fantasy is. 


Hmm... skeletons in cages, brooding totems, cracks to 
the underworld—do you think the land of Keanor is hav- 
ing a rough time of it? 


The game sets up a classic good versus evil struggle. 
The magical kingdom of Keanor has become overrun 
by evil forces. The palace (and, one assumes, the king) 
lies in ruins, the imperial guard is scattered, and the 
people are scared (or lunch). You, of course, get to 
step in to straighten things out. According to TalonSoft 
you'll recruit and train armies composed of such mun- 


dane unit types as knights and archers or such exotic 
conjurings as dragons, undead, and jinni (more fanta- 
sy games need flying carpets!). You'll also be able to 
build weapons or train magic-equipped wizards. 

The game will come with 25 missions that you can 
play either individually or in a campaign mode. The 
maps will feature a variety of environments, complete 


The red team is having a bad day of it. Note the guy on 
the flying carpet. 


with changing climates that affect gameplay. To add a 
bit of spice wild animals, magical artifacts, and ruins 
will dot the landscape (it would be really embarrassing 
to almost wipe out your enemy only to be killed in tum 
by the random wolf in the woods). 

Multiplayer play via LAN and Internet is also 
planned, and currently system requirements will be 
fairly modest for such a graphically pretty game: a 
Pentium (not Pentium 11) with only 16MB RAM is the 
current minimum spec. TalonSoft plans to ship the 
game this February. —Scott Udell 
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>>> development to create a block- 
buster retail title—that risk and devel- 
opment just isn't necessary... Feel the 
power of the force (feedback)— 
Microsoft announced that it has 
shipped one million Sidewinder Force 
Feedback Pro joysticks, finally putting 
an end to the question of whether 
Force Feedback is just a gimmick or 
fad. (Then again, more than a million 
Pet Rocks were sold as well)... Free F- 
16s for everyone!—Jane’s Combat 
Simulations has released a free add- 
on for USAF which adds an F-16 in 
Thunderbirds colors, a smoke-trail 
system, and three Thunderbirds train- 
ing missions taught by an actual USAF 
Thunderbirds pilot... AMD shoots 
back—Scant weeks after Intel 
regained the speed crown by 
announcing the 733MHz Pentium III 
processor, AMD fired back by 
announcing and shipping a 750MHz 
Althon chip. The winner in this CPU 
war? The gamer, of course. Keep 
them coming, guys. m 


ASHERON'S CALL 
Microsoft. 
Price: $44.99 * Rati 


REVENANT 
Eidos 
Price: $34.99 * Rating Xx 
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Xo s 


Price: $29.99 * Rating X /2 


Microsoft 


h AGE OF EMPIRES II 
Price: $44.99 * Rating Jc 


Novalogic 


5 DELTA FORCE 2 
Price; $39.99 * Rating X 


Gathering of Developers 


6 AGE OF WONDERS 
Price: $44.99 * Rating Жжж 


UNREAL TOURNAMENT 
I GT Interactive 
Price: $34.99 * Rating N/A 


THE INFERNAL MACHINE 
LucasArts 


9 INDIANA JONES AND 
Price: $49.99 * Rating N/A 


PHAROAH 
Sierra 
Price: $39.99 * Rating N/A 


E ABOMINATION 
| Eidos 
Price: $34.99 * Rating N/A 
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Voodoo4 and Voodoo5 


An extra-large bag of chips 


AT THE COMDEX COMPUTER TRADE SHOW, 3DFX 
Interactive announced the first implementation of its 
new Voodoo Scalable Architecture technology. The 
VSA-100 chip features a scalable design that supports 
the integration of one to 32 chips per system, using 
proprietary programmable scan-line interleaving (SLI) 
techniques, according to 3dfx. Additionally, the VSA- 
100 architecture incorporates “advanced full-scene 
anti-aliasing technology at real-time frame rates and 
consumer prices.” 

The company also announced the Voodoo4 and 
Voodoo5 product lines based on the VSA-100 proces- 
sor. The Voodoo4 will feature one VSA-100 chip with 
32MB of RAM and sell for about $179, while the 
Voodoo5 products will feature two or four VSA-100 
chips with 32-128MB and sell for approximately $229- 
599. The Voodoo5 5000 and 5500, which will be two- 
chip cards, will require an internal power supply con- 
nection, while the four-chip Voodoo5 6000 will feature 
an external power supply similar to those laptop com- 
puters use. Voodoo4 and Voodoo5 cards are expected 
to ship in March 2000. 

The VSA-100 is a new 3D engine which 3dfx claims 
enables high fill rates to deliver real-time frame rates 
at high resolutions, with more depth complexity, digi- 
tal effects, and higher visual quality. Products based 


| HALF-LIFE: OPPOSING FORCE 
3 ‘Sierra 


BreakNeck 


Race around and shoot things 


THERE IS ABSOLUTELY NOTHING WRONG WITH REGULAR 
racing games. Sometimes zipping around on a track 
for the sheer joy of seeing who can do it the quickest 
makes for a fun game. Then again, sometimes you 
would rather spin around on your opponent in a nox- 
ious cloud of rubber and oil smoke, then reduce him to 
a glittering cloud of metal and plastic with a large- 
caliber automatic weapon. It happens. 

Southpeak Interactive hopes to have just the right 
game when these urges descend upon you—already 
released in Europe by THQ, BreakNeck combines tradi- 
tional racing fare with a bit of non-traditional vehicu- 
lar combat. The racing portion will allow you to select 
between two different realism modes (arcade and sim- 
ulation—not a lot of middle ground there) and race on 
24 different tracks against the computer or up to seven 


The weather outside was frightful, but my monster truck 
was so delightful. 


Choose your Voodoo 


on the VSA-100 will deliver fill rates from 333 
megapixels per second up to 1.47 gigapixels per sec- 
ond using 16-128 MB of video memory and one to four 
processors per board. Im the professional market, 
Quantum3D will manufacturer systems that will utilize 
eight to thirty-two VSA-100 processors and 128 MB to 
two gigabytes of video memory with their Heavy 
Metal GX* family of visual computing systems. 
Imagine the Quake IIl Arena framerates on that card. 
—Jason Cross 


“I’m sorry, that flight has been cancelled.” 


other players on a network. The game features 43 dif- 
ferent cars, all with unique handling characteristics. 
You can fiddle with your engine, brakes, and tires, or 
run any questions you might have by “Eddi,” your 


| very own virtual mechanic. 


The combat portion of the game is optional, but 
who wouldn't opt to round off the perfect car design 
with an oil-thrower and a pair of machine guns? 
Special game modes for dueling will include death- 
match and "Fox Hunt," and of course players will be 
able to race with heavy ordinance as well. The game 
will feature a career mode that will serve up different 
races for you to choose from and allow you to work 
your way up to a better set of wheels. 

Developer Synetic promises strong visuals, and if the 
European version is any indication they may deliver. 
Each track is composed of upwards of 60,000 polygons 
(over 1,000 polygons for each car), and the game will 
feature a number of atmospheric effects such as rain, 
fog, and snow. The bad news is that the game only 
supports 3dfx cards in hardware mode—if you have 
anything else, you will have to make do in software 
mode. BreakNeck should be shipping in the US some- 
time in the Summer of 2000. —Benjamin E. Sones 
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One of your four 
men is hit and goes 
down. The snarling 

chatter of an MG42 pins 

all your men under 

cover, too terrified to 
raise their heads. 

The enemy is behind 
a wall, deadly and 
virtually invulnerable. 
For Warhawk, your 


"Spider, get your 
team around that MG's 
flank and nail that gunner!" 


iments We he barks. Spider sends his 
Se E four-man team quickly into 
isthe test of his @, position. Their fire surprises 
intellect and the enemy. Now it is 
leadership they who know fear. 
skills. 


"Assault 'em!" yells Warhawk. "Get 
close and use grenades!" Heart 
pounding, you hesitate. The 


next of үш team to die 
could be you... 


"If you've never played CoC 
you've never played a wargame..." 


Online-only WWII combat. All the 

soldiers are REAL PEOPLE. 

Can you earn promotion? Can you command 
other players? Will they execute YOUR plan? 
Leadership. THAT is what war is about. 
Better than any experience you've paid for. 


d its... -FREE* 


* No catch. No CD required. No payment. 


Just a download at www.2am.com ў ү; good games keep you ир 


THE RUSSIAN BEAR. 
IS STIRRING, 


EASTERN EUROPE _ 
JUST WENT CODE RE 


Russian Nationalism is back with a vengeance 
into the heart of former Soviet territories faster. 
Eastern Europe? Nothing less tham the flashpor 
amassed on one side. NATO on the other. You?) Yo 
devastating weapon in the inventory of war: the Tel 
power, stealth and speed blended in a high-wire balanc 
In 21st Century War, the fate of the world can turn o 
the epicenter of the action, So fly low. find strike deep: 


com 
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Taste the action from both 
sides in U.S., British, German 
and Russian gunships. 


Mobilize in two hard-hitting modes; 
Instant-Action Target-Rich onslaught 

or Active World Campaign System 
overrun with military ground units. 


All the white-knuckle crises 
of combat deployment that 
can only be found in WWIII! 


Fly the AH-64D Apache, Westland Apache, 
Eurocopter Tiger and Mil-28 Havoc. т 
> Stunning Graphics. ~ 
> Generate Unlimited Battles. 
> Multi-player Missions. 
> 85 Realistic Weapon Types. x 
> 114 Different Vehicle Types. & 
> Selectable Play Modes for the Pure 
Sim Fanatics and Action Addicts. 
> Will connect with upcoming 
“Tank Platoon!” in the multi-player 
Airland Combat System. 
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[clockwise from top] Commander Slavic, back and ready for more jaw-clenching; Call Greenpeace—the envi- 
ronment shows even more Tiberium damage in Firestorm; Meet Cabal, in 3D. 


Tioerian SUN 


REGU, EX 


OST тое 


Although Command & Conquer: Tiberian Sun was released to considerable 
initial skepticism regarding its decidedly unrevolutionary look, it has 
parlayed its solid gameplay into a wide following, and its multiplayer 
has created enduring interest with many players by offering a wide 
selection of units and tactics. With the release of Firestorm, the official 
expansion to Tiberian Sun, Westwood plans to diversify these units and 
tactics to make it even more unlikely that players can grow complacent 


with the game by relying on tired offensive and defensive formulas. 


Computer Games was recently invited to 
Westwood studios to preview Firestorm, now 
entering its final stages of production. Firestorm 
promises to augment every aspect of Tiberian 
Sun: it will introduce new units, a new GDI and 
NOD campaign, and novel multiplayer options. 
The story picks up directly after the GDI victory 
in Tiberian Sun. While the stage thus set is by no 
means as apocalyptic as if the NOD had tri- 
umphed, GDI is struggling with the encroaching 
ravages of Tiberium on the Earth’s environment, 
and is mopping up the remaining NOD forces. 
Kane has disappeared, and NOD once again is 
splintered into factions, with Slavik attempting 
to impose order. A new order will emerge under 
Cabal, the NOD command and control computer 
from Tiberian Sun, but Cabal’s vision for the 
Earth may prove equally unpalatable to both 
NOD and GDI. To further complicate matters, 
GDI's possession of the Tacitus and an antidote 
against Tiberium prove not to have been as 
secure as they once believed. 

Firestorm contains 18 new single player mis- 
sions, nine for each side, and Westwood has 
shot a half-hour of its trademark video briefings 
to carry the story. While James Earl Jones and 
Michael Beihn fail to reprise their roles, both 
Slavik and Umagon retum. Im Tiberian Sun, you 
were in essence either Commander McNeil of GDI 
or NOD Colonel Slavik, and were thus represent- 
ed on screen in cut-scenes. Firestorm retums to 
the convention of previous Command & Conquer 
installments, with orders given directly to you 
by cut-scene characters. 

Westwood has already attempted to address 
the most conspicuous problems of Tiberian 
Sun—balancing between GDI and NOD, and slow 
multiplay—in its patch and upcoming Hyperwire 
online upgrade. While Firestorm will incorporate 
these improvements, it is otherwise not 
designed to fix problems in the original game, 
but rather to diversify the strategy options open 
to you. 


Combined arms 

Only two of units introduced by Firestorm are 
traditional offensive units, while the rest are 
support units designed to make production and 
staging more mobile, to introduce new tactics, 
and to encourage aggressive play. The 
Juggernaut is based on the Titan frame, and is 
the GDI answer to NOD artillery. Its fire is less 
accurate than NOD artillery, and has area affect 
damage less devastating to individual units. 
Like NOD artillery, it is useful as both an offen- 
sive and defensive weapon, and a line of 
Juggernauts placed just inside a GDI defense 
perimeter can significantly weaken an invading 
force before it reaches the defensive emplace- 
ments. Placed near an enemy base, Juggernauts 
can sit outside of the defense perimeter, deliver- 
ing a harassing if not lethal barrage that will 
eventually force a “turtled” opponent to emerge 
from his base to react. 

The Cyborg Reaper is one of Cabal’s innova- 
tions, and will be available to NOD commanders 
only in multiplayer action. A spider-like 
quadruped, the Reaper is capable of firing a net 
than can entangle up to three infantry units at a 
time, rendering them invulnerable for a period. 
Against mechanical units the reaper will employ 
a multi-missile. 

Both sides are blessed with a redeployable 
Mobile War Factory, with the NOD version 


referred to as the Fist of NOD. This unit will 
encourage aggression by permitting armies to 
be built just beyond an opponent's defensive 
perimeter. It promises to be especially effective 
when combined with other support units. GDI 
commanders can use the carryall to quickly 
deploy the Mobile War Factory and begin pro- 
ducing units anywhere on the map. Given GDI's 
more powerful yet significantly slower mecha- 
nized forces, the Mobile War Factory may prove 
much more valuable to GDI than NOD. 

The Fist of NOD's ability to serve as a staging 
area near an enemy base will be powerfully 
augmented by NOD's other new support unit, 
the Mobile Stealth Generator. Unable to func- 
tion while in transit, this unit will shroud a 
much smaller radius than its stationary coun- 
terpart, though it should be more than suffi- 
cient to cloak a Fist of NOD and the units it cre- 
ates. The Mobile Stealth Generator will not draw 
power, and may therefore prove an efficient 
altemative for cloaking portions of a primary 
NOD base. 

The final new facility-on-wheels is GDI's 
Mobile EMP. Affecting a smaller radius than the 
fixed version, this unit suggests several 
promising new tactics. Because defensive 
emplacements will be disabled by an EMP 
pulse, the mobile EMP can approach an enemy 
base and disable perimeter defenses just prior 
to an attack. Since it does not affect units that 
are airborne, it can also be inserted into an 
enemy base by a carryall supported by a GDI 
aerial forces providing cover. Once there it can 
disable defensive emplacements and mecha- 
nized units, paving the way for an infantry 
and engineer rush. Both mobile and stationary 
EMPs will bring subterranean units to the sur- 
face, which means a mobile EMP stationed out- 
side a base's defensive perimeter and support- 
ed by a mobile sensor array will be able to 
bring NOD units to the surface outside the 
base, where they can be dispatched with a 
quick ground or air sortie. This will provide yet 
another defense against NOD's insidious sub- 
terranean APC-based engineer rush, and will 
be especially valuable to players too indolent 
to protect their entire base with pavement. 

The Limpet Drone has the potential to pro- 
vide invaluable intelligence on enemy loca- 
tion to both GDI and NOD commanders. These 
bury themselves when deployed and then 
attach themselves to the next mechanical unit 
to pass nearby. A unit with a Limpet Drone 
attached will be slowed to a crawl, and will 
reveal not only its own location, but will pro- 
vide a clear view of surrounding terrain, a 
true blessing in games for which fog of war is 
active or against cloaked NOD. For example, 
Limpet Drones placed near enemy-used 
Tiberium fields attach to enemy harvesters, 
adversely affecting the enemy's resource sup- 
ply. More importantly, when the harvester 
makes it way back to the refinery, the location 
of the enemy base will be revealed. 

Also making its debut in Firestorm is the 
Dropship plug-in for the GDI Upgrade Center. 
This upgrade will periodically permit GDI players 
to bring in a dropship of reinforcements any- 
where on the map. Reminiscent of those seen at 
the beginning of the first GDI mission in Tiberian 
Sun, dropships containing three to five veteran 
infantry units will deploy instantly on com- 
mand. The veteran units may prove very useful 


The Cyborg Reaper in action near the Kodiak crash site. 


in combat support, but perhaps even more 
importantly, in the version of Firestorm shown to 
Computer Games, the dropship could be 
deployed in unexplored areas of the map, 
meaning this upgrade may prove very useful as 
an exploration tool. 


Pesky critters writ large 

Unfortunately for player-commanders, NOD and 
GDI are not the only inheritors of new units. The 
Tiberian Floater, engineered in NOD labs and 


resembling a giant floating jellyfish, will be 
much more dangerous than visceroids, and more 
hearty, if that is imaginable. Floaters will menace 
GDI and NOD indiscriminately, employing two 
dangerous attacks. First, they will generate 
floating clouds of Tiberian gas similar to those 
generated by the NOD chemical missile (these 
clouds damage structures and turn infantry into 
the dogged visceroids). Second, Floaters are 
particularly aggressive toward mechanical units, 
to which they attach themselves, delivering elec- 
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А Mobile EMP disables enemy defenses. 


Global Domination—of the United States, anyway. 


tric shocks until the unit is destroyed. 

It is not yet possible to speak to the effect the 
list of new units will have on play balance— 
Westwood has just begun balance testing and 
has not yet assigned final unit costs and relative 
strengths. According to the design team, the 
only unit added to redress imbalance is the 
Juggernaut. Former imbalances in Tiberian Sun 
have supposedly been addressed through patch- 
es. Yet a preponderance of the new units are at 
the service of the GDI, or; in the case of the 
Mobile War Factory and Limpet Drones, seem to 


The GDI’s Mobile EMP. 


Global Domination—of Europe, anyway. 


be more valuable to GDI than NOD. It remains to 
be seen to what extent Westwood will be forced 
to introduce costs and limitations on these units 
to prevent future imbalance. 

Unit veterancy proved to be one of the more 
disappointing innovations of Tiberian Sun; the 
benefits seemed so slight that there was little 
incentive to keep units alive long enough to 
become veteran. Westwood intends to intends to 
elevate the role of veterancy in Firestorm by con- 
ferring much larger bonuses on veteran units. 
Command & Conquer games are traditionally 


affairs of attrition—most players are just as. 
happy building a new army as healing and 
repairing the crippled stragglers of an old one— 
and few players order their attacking ground 
"units to retreat before the last is destroyed. 
Players that feel, compelled to protect their vet- 
erans and nurture potential veterans may be 
more tentative in their attacks, and repair pads, 
repair vehicles, and-medics could get a lot more 
use in Firestorm. 


' Global Domination 

Partisans of Tiberian Sun multiplayer may find 
Firestorm's Global.Domination feature to be its 
most intriguing contribution to the series. In 
Global Domination, a running Internet battle will 
take place for control of the map, with players 
choosing to join the battle as GDI or NOD in one 
of four conflict zones open at given time. Each 
zone will pit GDI against NOD in either a one on 
one or two on two death match. Some zones will 
have pre-determined maps and tech levels, while 
most battles will take place on random maps 
with settings assigned at players’ discretion. 

Eventually, one side will conquer the entire 
map and the battle will start over. Westwood 
envisions a given campaign lasting no longer 
than two to three weeks before one side tri- 
umphs and a new battle begins. The “global” 
map will altemate between Europe and North 
America, although if there is sufficient demand, 
Westwood may concurrently run a campaign on 
each map. You will feel that you are making a 
contribution to the greater GDI or NOD cause, 
but Global Domination will also contribute to 
individual player rankings and a Global 
Domination ladder will be posted. 

It remains to be seen what Global Domination 
will reveal about both the relative strengths of 

GDI and NOD and about the preferences of the 

player community. If one side consistently 

wins, or if campaigns stalemate, with neither 

side able to close the map out, Westwood will 
be forced to intervene to keep the game inter- 
esting. It remains unclear what forms this inter- 
vention may take. 

For all that Firestorm will add, it will not fun- 
damentally alter the nature of Tiberian Sun. For 
those who have enjoyed Tiberian Sun, both sin- 
gle and multiplayer, Firestorm promises to be a. 
worthy acquisition, while those who have been 
disappointed with Tiberian Sun will find 
Firestorm just more of the same. Westwood plans 
to devote December to ironing out the final bugs 
and to balance-testing the new units, and antic- 
ipates that Firestorm will be on store shelves by 
February or March. Although Westwood is 
unwilling to rule out further Tiberian Sun add- 
ons, the Firestorm storyline is designed to set the 
stage for the next full installment in the series, 
Tiberian Twilight, which probably can not be 
expected to hit the street for at least a couple of 
years. Westwood did not share the ending of 
Firestorm or the premise of Tiberian Twilight with 
Computer Games, but if history provides any les- 
| son, “Kane Lives in Death” will probably prove to 
|! be more than just an expression. m 
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[clockwise from top] School’s in session at the Hand of NOD; The Tiberium Harvester—bet you can’t wait to take 
this hot rod for a spin; Chopper for rent? 


One Man 


Can Make 


Westwood’s upcoming third-person shooter, Command & Conquer: 


Renegade, will offer the legions of longtime aficionados the opportunity 


to step through the microscope and live on the edge as one of the soldiers 


they’ve heretofore been sending to their deaths. 


Chronologically, the game is set at the time of 
the original Command & Conquer: Tiberian 
Dawn, and will cast the player as the 
indomitable commando from the sixth GDI 
mission—a character that reappeared in the 
guise of Tanya in Red Alert. The Renegade mis- 
sions mirror the storyline of Tiberian Dawn, 
with the two games winding their way towards 
the same finale. Renegade represents a signifi- 
cant shift in the scope and genre of the fran- 
chise (even more so than the ill-received Sole 
Survivor), but might Westwood be undermin- 
ing its fundamental philosophical basis? The 
Tanya née Commando character aside, the les- 
son of countless games of Command and 
Conquer up until now has been that individual 
action is futile, and only through superior col- 
lective sacrifice can one side triumph. 


Going it alone 

Although Westwood has considered the possi- 
bilities of doing an action game set in the 
Command & Conquer Universe for some time, 
3D hardware has finally caught up to their 
vision. That vision is to create a graphically 
state-of-the-art 3D action game, saturate it 
with the icons that so many players have come 
to identify, and make the game consistent with 
the principles of its strategy progenitors. 

Ideally, the result will be a game in which 
you can sense that there is a greater war/real- 
time strategy game going on around and 
above you—knowledge that you will be able to 
use to your advantage. Players familiar with 
the conventions of the franchise will have 
instant insight into how to approach Renegade 
missions. For example, if you can’t find the 
NOD base, but you can find Tiberium fields 
with harvesters hard at work, you'll know that 
you need only follow a harvester on its way 
back to the refinery to find the base. If you 
walk into a NOD base and encounter an Obelisk 
of Light, you'll know that the safest way to 
silence its lethal blast is to demolish base 
power generators. Tiberium will be currency to 
the enemy Al just as it is in the strategy game. 
If you want to stop the stream of NOD infantry 
periodically emerging from the Hand of NOD 
barracks, try destroying enemy refineries and 
tiberium silos to stifle the enemy’s ability to 
pay for the new units. 

The producers emphasize that this strategy 
subtext will not be overstated in the game— 
above all they want Renegade to be a fast- 
paced action game. Although you can interfere 
with NOD strategy, you will not be forced to 
direct GDI strategy in any way (a formula the 
designers refer to as "CEC-Lite"). You will be 
able to help your fellow GDI units and get help 
from them in return, but you will not have to 
give orders. 


Renegade in Toyland 

One of the challenges facing the Renegade 
design team was how to take the small, snug 
looking Command & Conquer buildings (that 
up until now have been seen from the top) and 
turn them into imposing 3D structures that will 
fully convey the magnitude of NOD’s inherent 
depravity. Whereas in previous games the 
Hand of NOD was a small building that barely 
seemed taller than the infantrymen it generat- 
ed, in Renegade it is a towering structure that 
(although instantly recognizable to veteran 
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players) radiates an aura of evil grandeur. 
Renegade will take the battle inside these 
familiar structures, forcing the design team to 
address difficult questions such as “does the 
Hand of NOD have a Rec Room?” The answer— 
a qualified yes—depends on your definition 

of recreation. 

Civilian buildings have also been modeled— 
NOD likes to build its bases in civilian towns so 
that it can crucify GDI in the press when civil- 
ians take collateral damage. Killing civilians 
and damaging their buildings will be a serious 
faux pas for the player, though Westwood has 
yet to determine what the tolerance level for 
collateral damage will be, and whether sur- 
passing this level will result in failed missions 
or merely admonishment at the next briefing. 

The familiar NOD and GDI vehicle fleets will 
be in the game as well, and they are more than 
mere window dressing. You will be able to get 
into and drive most of the vehicles from 
Tiberian Dawn—harvesters, tanks, cycles, bug- 
gies... the works. Although each vehicle will 
have its own physics model, Westwood promis- 
es that the controls will be simple. 
Commandeering a vehicle includes taking con- 
trol of its weaponry, which may prove very. 
useful in completing some missions. In multi- 
player games, more than one person will be 
able to load into vehicles—one player can drive 
and another can operate vehicle weaponry. If 
enough vehicles are left around, it is not hard 
to envision multi-player games that could 
more aptly be called Command & Conquer 
meets Interstate ‘76. 

It is no surprise to hear that Westwood has 
high hopes for the game’s Al. Specifically, 
what they hope to implement is Al that reacts 
realistically to its environment. Al units will not 
be fixed to a particular spot or room, waiting 
for the action to come to them regardless of 
what else is happening, nor will they merely 
follow scripted paths. They will have the ability 
to act autonomously, and you may be able to 
use that to your advantage. For example, if you 
go into sniper mode and wing an enemy grunt 
from a distance (the game will model location- 
al damage), other grunts will come over to 
their comrade to investigate, setting up a con- 
venient little duck-shoot. Al grunts will also be 
imbued with individual personalities that 
reflect their relative courage, ideally making 
them both more realistic and less predictable. 

In the single-player game, Westwood aspires 
to avoid the scripted feel that dogs many 
shooters. While some traditional puzzle solving 
and key locating can probably be expected, 
Renegade's designers emphasize that there is 
no single correct way to solve any given mis- 
sion. You might have the option of bursting 
through the front door with guns blazing, or 
you might opt to find a backdoor and use 
stealth and sniping to accomplish your objec- 
tives. One approach may be more appropriate 
for a given mission, but the introduction of 
other players into missions may radically alter 
what the most appropriate tactics are. 


Multi-Playing in a Single Player World 

Most shooters are known either for their single- 
player or their multiplayer gameplay, but like 
its real-time strategy ancestors, Renegade 
hopes to stand out in both areas. The game will 
offer the hackneyed standards in multi-player, 


The NOD Buggy. Take those corners carefully—the 
roll bar isn't just for decoration. 


such as death matches and capture the flag 
(the flag in this case being the infamous Dr. 
Moebius). While you are limited to playing the 
GDI commando in single-player, in multi-play- 
er you will be able play for either side, as well 
as any of the infantry units from Tiberian 
Dawn. Westwood's plan to allow players to go 
online to recruit other players to participate in 
their single-player missions is where the multi- 
player has to potential to truly shine, however. 
Players can be recruited to play GDI allies that 
help complete the mission, NOD soldiers whose 
job is to make the mission more difficult, and 
"renegades"—players without allegiance intent 
on making life unpleasant for everyone. 
Westwood speculates that the number of play- 
ers that can participate in an internet-based 
multiplayer game should be at least sixteen but 
may be as high as thirty-two. 

The build of the game that Westwood 
showed us was under heavy construction, and 
the specifics of many of the game’s features 
have yet to be determined. The graphics are 
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Sunday Service at the Temple of NOD. 


1 quite impressive even at this early stage... but 

| not any more so than other top games in the 

1 shooter genre today, and by the time the game 
į appears on the shelves late in 2000 its visuals 

| may be less inspiring. Renegade does have two 
| other advantages in its court, however. First, if 
| the game lives up to its ambitious premise it 

| has the potential to deliver some unique (and 

| more importantly, fun) action gameplay. 

! Additionally, the fact that it will be set on the 

| Command & Conquer battlefield may be 

l enough to convince fans of the previous games 
| to buy it and love it. Hopefully Renegade will 

! be a success for the former reason rather than 

І the latter—you'll have to wait until the holiday 
j season to find out. = 
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HAMMER OF 
THE GO 


Human Head Studios’ Rune dusts off the Viking 
| motif for some bash-heavy third-person action 


by Steve Bauman 


Ah, Vikings. Enormous, fierce warriors with blonde hair, ponytails, 
beards, horns on their helmets and big axes slaughtering and pillaging 
their way across the European countryside. At least that’s the stereotype 
many of us have of the mighty Scandinavians, never mind most were 
actually farmers, and they didn’t actually have horned helmets... But 


there’s no denying they were fierce, and often brutal, warriors. 


COMPUTER GAMES * FEBRUARY 2000 


Er 


o 
© 
= 
5 
© 
m 
z 
o 
> 
= 
E] 
E: 
> 
E] 
2 
А 
© 
© 
° 


* FEBRUARY 2000 


COMPUTER GAMES 


humanhead 


While Rune may sound like a game to get your 
Viking blood boiling, you’re probably not 
familiar with its developer, Human Head 
Studios. Programmers Ben Gokey, Paul 
MacArthur and Chris Rhinehart and artists 
Shane Gurno, Ted Halsted and James Sumwalt, 
founded the company in Madison, Wisconsin 
in Fall of 1997. They had all worked as a team 
for fellow Madison developer Raven Software 
on Hexen, but as that company expanded 
their staff they split the team up to work on 
different projects, including Take No Prisoners 
and Mageslayer. The group liked the work 
dynamic they'd developed on Hexen, so they 
left Raven to form Human Head. 

Almost immediately, they signed a deal 
with ION Storm to produce 
Daikatana 2, which unlike 
the Quake /I-based origi- 
nal (which at press 
time still isn't avail- 
able on store 
shelves), was to be 
powered by Epic 
Game's Unreal 
engine. While the 
team was more 
familiar with Quake 
II technology based 
on their experience 
working on various 
Raven projects, they 
used the next few 
months to get 
increasingly familiar 
with Unreal. 

Around this time Tim 
Gerritsen, a Wisconsin native with 
roots as far back as producing the CD- 
ROM version of Aces of the Deep for 
Dynamix, came aboard later as the seventh 
principal owner and Business Director. He left 
FASA Interactive, where he was the producer of 
MechWarrior 3 when it was an in-house project 
based on their own simulators with the mandate 
to blow away its predecessor, MechWarrior 2, 
plus competing products like Heavy Gear and 
StarSiege (which slipped almost two years). And 
this had to be done in nine months at a cost of 
less than a million dollars. 

While things were unraveling at ION Storm, 
Human Head spent some free time to develop 
an original idea and brief demo of a Viking- 
themed project called Ragnar. It was basically 
a design document and a fly-by of a few lev- 
els and creatures in Unreal. This proved to be 
a prescient move, as Eidos stepped in and, 
after analyzing the progress of Daikatana, 
shut down the work on the sequel. (Gerritsen 
noted that the sequel probably would have 
been completed around the same time as the 
original game.) The day after Eidos cut them 
loose, Epic's Jay Wilbur, who'd worked with 


The Anatomy of 
a Human Head 


Don’t mess with Wisconsin—recreating 
that Texas vibe in the land of cheese 


the Heretic team while at id Software, 
dropped Human Head a line and decided to 
partner with them, establishing a relationship 
not unlike the one id had with Raven. At this 
point, Epic had joined with Gathering of 
Developers, who came aboard as publisher 
and suggested switching the name to Rune. 

While the Texas-based id Software, 3D 
Realms, ION Storm and Ritual Entertainment 
(among others) receive a lot more publicity, 
Midwestern developers like Outrage (Descent), 
Volition (FreeSpace, the upcoming Summoner) 
and especially Raven have been pumping out 
arguably more consistently high-quality 
product. Whether it’s a an issue of inbred 
work-ethic or the fact the Winter is so painful- 
ly cold that people are afraid to ven- 
ture outdoors, they've done 
things with a certain low- 

profile efficiency. 
While conceding that 
they probably direct 
more of their ego into 
their game rather than 
their press kits, 
Gerritsen doesn't feel 
there's any 
Midwestern attitude 
that infuses their 
work. (He does 
mention that 
because artist Ted 
Halted is from the 
East Coast, "every 
once in a while we have 
to go in and swear at 
him" to make him feel at 
home.) But Human Head 
hopes to follow the lead of their 
fellow Wisconsinites. “[Raven] basically 
established a standard," says Gerritsen. "They 
get their work done on time, it's high-quality, 
the gameplay is solid... you hardly ever see a 
game from Raven where there is a design or 
control issue. 

While Raven (obviously) had some initial 
concerns about start-ups in an area they pre- 
viously dominated, Gerritsen says there's little 
competition among the developers. He hopes 
Madison becomes a bit like an Austin, Texas, 
where an entire game scene effectively grew 
from expatriates of Origin Systems. "We want 
to see a community develop where we meet 
up after work and talk game design, and cre- 
ate this great atmosphere." 

Eventually, Human Head hopes to double in 
size in order to work on two simultaneous 
products. With a burgeoning game scene in 
Madison, they're not concerned about prob- 
lems luring folks. "There's just a little pocket 
of game developing goodness here in 
Madison," says Gerritsen half-jokingly, *and 
we're able to tap into it." ш 


Human Head Studios is using Viking lore as a 
starting point for their third-person 
action/adventure Rune, a game that focuses on 
exploration and hand-to-hand melee combat. 
The developers aren't going for an absolutely 
realistic portrayal of Viking culture or one 
steeped in stereotypes; the game is sitting 
somewhere squarely in the middle of the two 
extremes, using portions of Viking mythology 
but always putting fun ahead of pure realism. 
So while you will see a horned helmet on their 
hero Ragnar, there’s actually a reason for its 
presence within the game's fiction. 


Just a little Viking... 

The game is set in Scandinavia in the 10" centu- 
ту. You are Ragnar, a young Viking warrior who 
is doing that Viking thing (and apparently the 
modern Quake thing) of trying to prove his 
worth to his clan. A rival clan has been brutally 
attacking neighboring villages and raiding the 
Scandinavian coast, and the various citizens 
suspect local Chief Conrack is behind these 
attacks. So Ragnar and his father set off on a. 
diplomatic mission to visit his stronghold and 
talk to the man. Along the way, though, some- 
thing bad happens". The weather starts getting 
rough, and the tiny ship is tossed. If not for the 
courage of Ragnar, the ship would have been 
lost, the ship would have been lost... 

Ragnar awakens underground, with no sign 
of his traveling companions, and it's at this 
point that the game actually begins. Since his 
mission was to get to the enemy stronghold, he 
picks back up on that track, making his way 
from the underground to aboveground, moving 
from goblin-filled rooms full of lava to steam- 
powered dwarven areas, eventually reach the 
forests (and mountain fortresses) of the Dark 
Vikings. And while this is all happening... well, 
you'll just have to play to find out. 

The game isn't really level-based, but Ragnar 
will pass through a total of seven main large- 
scale areas, most with their own distinctive 
looks, which are each broken up into multiple 
level-sized segments (usually 5-6 per area). The 
end result is... well, they're not entirely sure at 
this point how big the game will be, how many 
"levels" will be included or how many hours it 
will take for an average player to pass through 
the entire game. 

The game is essentially linear, with a storyline 
that plays out as you go along and some in- 
engine cut scenes, but according to Lead 
Animator Mike Werckle, has some "non linear" 
elements. You'll be able to go down some tan- 
gential paths to do additional exploration, with 
likely rewards being cool new weapons or inter- 
esting combat situations. 


A puzzling Viking 

In most 3D games, the puzzles are fairly obvi- 
ous, and most are based around flipping 
switches to do something rather vague. “We 
aren't going to have the ‘gotta shut down the 
giant machine for no apparent reason’ puzzle,” 
says Chris Rhinehart, who's a Senior 
Programmer on the game and serving as the 
project-lead while Human Head’s Ben Gokey is 
on sick-leave. "There are machines you're 
going to have to shut down [in particular on 
the dwarven levell, but you're not going to 
have to do a bunch of tiny things to something 
that you don't know what it does in the first 
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place.” Some of the dwarven machines, for 
example, will be powered by goblins running 
on wheels, which means that you can slaughter 
the beast to shut down the machine. 

Ultimately, the philosophy behind the level 
design is to avoid levels and puzzles where the 
player basically spends their time trying to fig- 
ure out the designer's thought process for creat- 
ing the level. Instead, they're striving for making 
the goals clearer, and the challenges derived 
solely from figuring out the proper ways to fulfill 
those goals (and there may be multiple ways to 
do things). 

Level designer Ted Halsted shows one level 
where you approach a room full of Vikings. You 
could jump down and fight them; alternately, 
you could cut the rope that holds a chandelier 
to the ceiling and have it take out as many as 
possible before taking the plunge. On another 
level, you could elect to fight a bunch of Dark 
Vikings guarding a door or release a snow- 
beast and let him chase you into the area where 
the Vikings are milling about, jumping to safety 
while watching the carnage unfold below. In 
each case, you'll probably still have to finish off 
a creature or two, but your battle should be 
considerably easier. “We're trying to give peo- 
ple different ways to play each level, and hope- 
fully create situations whereby you'll save 
before a nice combat situation so you can try 
different things.” 


Weapons of mass beating 

Ragnar can wield three kinds of weapons in the 
game, swords, axes and hammers. He can also 
pick up weapons dropped by felled beasts. This 
will serve as the way to upgrade your weapons; 
typically your first encounter with a new creature 
will introduce an upgraded version of a weapon. 

As the game currently stands, you can only 
carry three weapons, one of each type. There are 
a few reasons for this, the main one being 
Ragnar visibly stores unused weapons on his 
body: The axe on his back, with a sword or ham- 
mer on his belt (you always carry the third in 
your hand). When he switches weapons, you're 
treated to a quick animation of the switch. 
They've talked about whether or not to allow you 
to carry unlimited weapons (with only one 
shown), or alternately whether you can have, 
say, three swords instead of one of each type. 
They probably won't finalize this matter until 
later in the game's development. 

You can also pick up almost any reasonable 
object in the game and utilize it as a weapon 
Cor, in the case of a torch, a weapon or a light 
source). As with Die by the Sword, characters are 
modeled with limbs and joints that are separate 
from their torsos so you can lop off a creature's 
arm and beat him to death with it, which is 
simultaneously disturbing and oddly appealing. 
"We could have gone crazy with gore zones and 
stuff," says Rhinehart, "but we wanted to keep it 
simple because you're swinging this big axe." 
They're only tracking head, body and both 
upper and lower arms and legs. 

They considered adding breakable weapons, 
but when looking at other games that imple- 
mented this feature (Drakan, for example), they 
asked themselves, "Is that fun?" and decided 
against its implementation. 


Control and combat 
There's a fine line between giving the player too 


Ragnar faces off against a fellow Viking indoors. 


Ragnar gets ready for some serious goblin bashing. 


little and too much control. If you give them too 
little, they may feel disconnected between what 
they're inputting and what's occurring on-screen. 
Give them too much and they may suddenly be 
faced with a bewildering number of controls. 
Rune is going for a simple approach. 
Basically, you have four standard movement 
keys, jump and crouch, and the mouse controls 
the camera. While they considered a complex 
fighting interface not unlike the loved-by- 
many/baffling-to-even-more VSIM interface in 
Interplay's Die by the Sword, they decided to 


keep things simple. As it currently stands—and it 
should be noted that this aspect of the game is 
not finalized, and will likely continue to evolve 
throughout the game's development—the move- 
ment keys are used in conjunction with an attack 
key (usually the mouse button). Rhinehart men- 
tions that there will be some simple fighting- 
game style combos as well. You'll also be able to 
defend, high or low depending on whether 
you're standing or crouching, and if someone is 
in close to Ragnar, he'll push them away with his 
shield. Ragnar can also throw any of his 
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You don't send in 


Somewhere behind enemy lines, the U.S. Army's most elite soldiers stand ready for action. 
They're trained, skilled and courageous beyond imagination. They're the Green Berets. 


Spec Ops Il: Green Berets drops you into the world of this uncommon breed of soldier. A world where instinct and action are the only 
ways to survive. Where you eliminate the enemy with a prototype OICW shoulder rifle one minute—and with your bare hands the next. 


Created with the help of the Army's First Special Forces Group and built by the team that invented the commando-shooter genre, 
Spec Ops Il is as real as it gets. From weapons to missions, every detail is designed to create the most intense combat of your life. 


the Green Berets. 


GREEN BERETS 


> LAN or Internet multiplay for up to 16 players. 


/ 


> Higher polygon models for extreme realism. 


al 


> More buddies and smarter buddy Al. 
Download your FREE demo 


`> An even greater selection of actual weapons. at www-ripcordgames-com 
А gem: А : К ‚ pu 
> Multi-storied interior and vast exterior spaces. $ 
em PTEE 


©1999 Ripcord Games. All rights reserved. Ripcord Games and the Ripcord logo and icon are trademarks of Ripcord Games, LLC. Zombie is a trademark of Zombie, LLC. The rating icon 
is a trademark of the Interactive Digital Software Association. All other trademarks are properties of their respective owners. 
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Oh, oh, you pissed this guy off. He's actually a beast from Viking mythology. Maybe. 


weapons, but then he has to retrieve them. 

The game will include jumping puzzles, but 
the jumping interface has been simplified. 
Unlike a game like Tomb Raider, you don't have 
a "climb" button or have to grab on ledges. 
Ragnar automatically scales any ledge that's 
around waist-level, and if it's higher, all you'll 
have to do is jump toward it and he'll automati- 
cally climb up. 


Smart or smarter creatures 
As befitting their choice of living arrangements, 


the deeper you are underground, the dumber 
the creature. Their intelligence increases as you 
get closer to the surface. Different classes of 
creatures within the same race will also have dif- 
ferent levels of Al. Already present are some 
team-based Als, where one goblin, for example, 
lures you into a room with multiple goblins. 
With a more organic look-and-feel to some of 
the levels, getting enemy characters to merely 
successfully navigate the environments becomes 
a greater challenge. Human Head's Paul 
MacArthur has created a system to run along 


certain paths through each level, but that's 
merely the quickest way to get from point A to 
point B. Their first goal will be to go where you 
go, and they will jump and climb anywhere on 
the level. They will also chase you a certain dis- 
ance; once you've reached that point, they will 
ontinue pursuit if you're in visible range, but 
nce you're out of view they'll break off their 
ursuit. Despite not having the paths in place, 
he goblin characters on some of the levels were 
ready able to navigate the environments and 
hase Ragnar around the level. 
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A healthy Viking is a happy Viking 
They've decided to handle health slightly differ- 
ently from most 3D shooters. They originally 
were only going to show your health visually, as 
in the state of the Ragnar character would deter- 
mine the level of health. While he will still show 
all visual damage, with cuts and limps, they 
elected to go with a health bar of some sort. 
Much like Die by the Sword you can find food 
liberally sprinkled around certain areas to restore 
your health. However, one interesting feature 
they're considering adding, at least to the under- 
ground levels, is an indigenous lizard-like crea- 
ture to levels that could be tracked (even up the 
sides of walls, which will necessitate throwing 
your weapon), killed and eaten in order to restore 
additional health points. 


Multiplayer slaughter 

The five people that played Die by the Sword 
over a LAN (or the billions that have tried a two- 
player fighting game in the arcade or on a con- 
sole system) know that hand-to-hand melee 
combat is an intense and visceral experience. 
While Rune will have multiplayer, Human Head is 
primarily focusing their current efforts on the 
single-player game and has not worked out (or 
are not willing to divulge) specific details about 
that aspect of the game. 

What they do mention is a desire to have 
theme-based multiplayer levels. For example, 
one might take place in a bar (because there’s 
nothing quite like a Viking bar fight), another 
perhaps with two Viking ships side-by-side, 
requiring you to jump or swing on ropes to 
switch ships (plus there could be some nasty 
creatures swimming around in the water below). 


Skeletons in the game 

Human Head threw out the built-in animation 
system for Unreal and replaced it with one that is 
skeletal-based. Originally, Unreal used key frame 
animation, where you had to store the shape of 
the character for each frame of the animation, 
then generate the in-between frames (interpo- 
late). You get a lot of control over how the char- 
acters will look, but it takes up a lot of memory 
and you can only have as many animations as 
you can either generate or store in memory. 

With a skeletal system, you model a set of 
bones underneath a skin made up of polygons 
and textures. While it lacks some of the control 
of key frame animation, it takes up considerably 
less memory, as you're not storing each charac- 
ter's full shape. Additionally, you can apply dif- 
ferent sets of animations to different characters, 
as they all may have the same bone structure. 

There's also the matter of "tweening," 
where one animation leads to another. For 
example, a running jump. With key frame ani- 
mation, you might not have completed your 
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[clockwise from above] All of the game's. models are created in Softimage, then exported to a proprietary format for use in the game.; These goblins show off their 
Al as they climb up some rocks to deal you some serious damage. Or at least die trying....; These dwarves look like they are serious. 


тип animation when you press the "jump" 
button, so you get an abrupt switch to the 
jump animation, which looks unnatural. (Tomb 
Raider doesn’t have this problem, because you 
can never interrupt an animation once it’s 
started. When you take a step forward, Lara 
goes through her full walk animation.) 

With a skeletal system, you can go immedi- 
ately into the run without needing to complete 
an animation cycle. It merely moves on to the 
next animation and, if done correctly, properly 
generates the in-between frames. 


Skeletons in use 

In addition to all of the above uses, Human 
Head's skeletal system allows them to help dif- 
ferentiate between individual creatures of the 
same race. For example, you can put different 
skins on different goblins, but they'd share the 
same basic body type (this was the mix-and- 
match approach used, to great effect, in 
Kingpin). With the underlying skeletal system, 
they can modify the skeleton (and scale the 
polygons used for the body) and play the same 
animations, allowing you to change the exterior 
appearance of the creature with minimal effort. 

They can also play different animations on 
the upper and lower body. The most obvious use 
for this is weapon switching. They can utilize the 
same upper body animation regardless whether 
Ragnar is running, jumping or standing in 
place. Without separating the two, you'd need a 
full body animation for each weapon switch with 
every mode. 

The system has also allowed them have Ragnar 
tum his head to look at interesting objects, 
whether it's that axe on the floor or the crack in 
the wall that may house some interesting secret 
area. "Ragnar's this little guy that's a little bit 
aware of what's going on around him," he says 
as Ragnar turns his head to spot an approaching 
goblin that was outside of the immediate view 


(yet would have been within the view of your 
peripheral vision). "The player does have a limit- 
ed view," he says while dispatching the little 
bugger, "so it's intended to help players." 


Skeletal objects 


In addition to character animations, they can also 


introduce objects in the gameworld that utilize 
this system. For example, there are trees that 
sway in the breeze or move if you run near them, 
and on one level, you come across a rope bridge 
that is effectively a skeleton with joints, which 
allows it to properly bounce as you run across it. 
These “joint dynamics” could be used else- 
where in the game, and Rhinehart says they’re 
currently researching whether or not they can 
apply them to Ragnar when he gets hit. For 
example, this would his torso to recoil properly 
when he gets hit in the shoulder. "If it doesn't 
work well with this system,” he explains, "we'll 
do it with animations instead.” The benefit of 
one or the other is merely in the variety; an ani- 
mation will occur the same way every time, 
whereas the joint dynamics could be tied to a 
physics model that changes the duration of the 
movement depending on the strength of the hit. 


Other tech doo-dads 

Rune utilizes the Unreal engine, so it supports 
everything Epic has thrown into that game and 
Unreal Tournament. It supports 3D acceleration 
via OpenGL, Direct3D and Glide, software mode, 
3D sound, etc. Human Head has added their own 
level-of-detail system, which alters the number 
of polygons displayed on in-game characters 
depending on the speed of your machine 
(Unreal Tournament also has this feature). 
They're also trying to keep the environmental 
polygon counts incredibly low, which when 
combined with the LOD system will allow them to 
throw more bad guys at you in any given room. 
On parts of the more completed levels, they have 


3-4 goblins attacking you at a time. 

The game has dynamic shadows for all char- 
acters that properly scale across walls and 
objects. They're soft shadows (unlike the ones in 
Starsiege Tribes, for example), meaning they 
blend in nicely into the environment. As current- 
ly implemented, they only utilize a single light 
source and direction; however, Rhinehart 
explains that they've only recently been added 
to the game, and that the plans is to support 
multiple light sources from multiple directions a 
la Drakan. (Having complex shadows on all 
characters can really bog down a machine, and 
will be optional.) 


Ragnarok n' Roll 
Due in large part to its use of the Unreal engine, 
and despite a dearth of concrete information, 
there's been plenty of interest in Rune from the 
first-person shooter cognoscenti. As with Heretic 
II, it will be interesting to see whether they will 
warm to the idea of a third-person game based. 
on their favorite first-person engine. Thus far, 
Human Head. has done a superb job of masking 
any deficiencies the engine may have for a third- 
person game; the switch looks completely natural. 
While most of the technology is in place, or 
close to being implemented, most of the levels 
are not complete; they've roughed many of them 
out, and plan on finalizing them in the coming 
months. Human Head says they have been hitting: 
their milestones and are confident they'll meet 
their ship date of the Summer of 2000. And if 
they don't, Ragnar will likely beat the snot out of 
them. He's just that kind of Viking. m 
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"We think that 
Thiel is really 1 


built around Т 
pretty hard act 
_ to follow, with 


having the most 


expecting 4 great 
of the sequel to 


sophisticated cf. Are you daunted 


Al system he task at all? 
did Thief: The Dark Project 
really exploring а new genre, 
: pM son sneaker, 45 we like to 
ince no one else had really 
first person game around à 
cept pefore, WE had to do a 
rial and error experimenting to 
ut what was fun and what didn't 
Now with the penefit of 
f1, as well 


available Wes 


STI 
EVE PEARSAL - Project Leader 


"Thief 1 nfident that 
we can take this whole concept of a 
"first person sneaker" to à higher level 
with a better tuned, more focused 


design and execution which we think 
will lead to an even more fun and 


immersive game- 


ou consider the stealth element 
of the concept to be the factor 


Well a lot of the new powerups or 


tools that we hi 


ave planned are cen- 


tered around making, Garrett a better 


thief, We want 


to give the player more 


opportunity to scout out the mission 
areas so that they can come up with a 


more thought out plan inst 


ad of just 


reacting to what they run into. SO 
ou'll see some sort of 'rhiefly tool 
that allows you to see into an area 


without expos 
discovered by 


Thief and Thie! 
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ing yourself to being 
the Al's. 


mansions, banks, churches, and city We think that ‘Thief is really built around 


Thief 2? You mentioned Garrett streets. having the most sophisticated М system 
was going to be inv. olved in far available today. Thiefs success is based 
more human-based missions. How do you think Thief affect- ane simulate believable 
o ener row | ыштыкташ, eyon tisk | oae ue mas A goos oe 
А power do you consider plot Thief succeeded e the steal ull this off and we think it will be 
to be to this type of game? factor’ due to а stagnation awhile before any one else can catch up 
` the genre? to us — especially because WE don't plan 


to sit still so there will be 2 moving tar- 
get to catch up with. 


We've got some great plot twists 
planned for Thief 2 and 1 certainly 


don't want to ruin anyone's surprise towards games with more 1 


Not only will the AI system in Thief 2 be 


and enjoymen of how the story gameplay set in deep, belie the b b > к? 
unfolds but basically you can think of worlds. Thiel succeeded beau E. у И Еше RE 
Thief 2 as a three act play. In the first were able to create а believable OA Tm s B s S 5 Ne an 
act Garrett is just trying to make a compelling world that supported pamm a я i ү SAE de 
living as à master ‘Thief but he runs our core gameplay concept that you 4 EC Баск we ve eM (om; Po Ans 
i sing interference from the become a master thief, A big part of we will be able io сае better focused, 
city sheriff. In act two Garrett discov- that was that OU* Al's had to be good ass sophisticuc Stat 
ers why the Sheriff is hassling him so enough to convince the player that Е. ш ошег ais VE сал ied 
much more than in the past. In act hiding from them was 2 believable and 6 y core stealth experience {© ре 
three, Garrett uncovers the plans of fun challenge- next level, 
the bad guys, leading him into a big Probably the first thing WE will all 


Finally, what is it about Thief 2 


confrontation with the boss bad guy. М 
that you hope will make it stand 


do is take three OF four weeks off and 
Garrett will be operating mostly in the i 


city itself and so the missions will be out from а considerable crowd? time it takes to get à good game out the 
set in more of a city setting. You'll see What are your plans after the door. Seriously, though, we will be 
missions set in places you'd expect to completion of the game? working on taking the Thief franchise 
find in a city, like rich people's to a new level. 
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The fact that "deus ex" is Latin, translated from 
Greek, didn't really enter into the decision. We 
settled on the name because it actually rewarded 
knowledge — if you know what " deus ex machina" 
means, you know a little something about the game 
that other people won't know until they've played 
for a while. 


j| . Mostly, though, we chose "Deus Ex" because | 
thought it sounded cool and mysterious. 


What made you choose Latin? world is to fight terrorists hellbent on hijacking 


priceless shipments of the only known treatment for 
a killer virus called the Gray Death. Little by little J.C. 
discovers that the terrorists may not be as bad as 

they seem. In fact, they make a lot of sense, once 


AAS The phrase "Deus Ex" is a shortened version 
of "Deus Ex machina," a literary term I've always 
liked. Here's the dictionary definition (courtesy of the 
WWWebster online dictionary): 

* m па. you start paying attention. And UNATCO? They seem 
Main Entry; de-us ex machina j «alittle bloodthirsty but they make some sense, too. « 
Pronunciation: 'dA-&s-" eks- má-ki-n&, -'ma-, -"nä; - ile EM ч f It's all a little confusing... Б ë 
m&-'shE-n& 
Function: noun 


As for why story is important, well, it provides 


Etymology: New Latin, a god from a machine, - context — meaning = юг all of the player's choices. = 
translation of Greek theos ek mEchanEs e: * Plenty of games get by witi plot but 
Date: 1697 т шш has кое АА = they.seem kind of empty an to devolve fairly 
E P Р B nowadays. Can you give us a prie € iescriptii А ae 
m em Ber means. | ae у А Бена раи ER 8j d why the = kay 
Greek and Roman drama to decide the final story is important to Deus Ex's gamepla n Deus Ex, à 
outcome. à ut why Ei 


WS Well, we don't want to reveal t 
the story — have to leave some mysteries fo 
to o ue can say is that Deus Ex is the 

story of 1C. Denton = the player character — a guy interesting characters with interesting lives 
Who works for an international agency called the UN has a chance of giving each player's actions 


But that's probably not what you were looking for... Ati-Terrorist Coalition. His job in our near urare 


a: $ p E 


2: A person or thing (as in fiction or drama) that 

. appears or is introduced suddenly and 
unexpectedly and provides a contrived solutionto — _ 
an apparently insoluble difficulty. 


< Some meaning. 
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éryone and their mother is talking about 
blending. What is genre blending 


don't know that we set out to blur the lines 


players -- are bored with the Same Old Thing. They've 
е9 played traditional roleplaying games and adventure 
games and shooters and they're looking for 
"Something new. Combining elements from a variety 
of genres is one way to try to do something 
din, which keeps us interested, as developers, 
and (we hope!) will appeal to players, too. 


We just wanted to make a game that didn't railroad 
players into guessing what the designers wanted 
them to do minute-to-minute. That pretty much 
dictated that we'd have real-time action, skill use 
and conversation — and that right there pushed us 
s into the "uncategorizable" category. More to the 
(5 point, it means some people look at Deus Ex and see 
a shooter, others see a roleplaying game and still 
others see an adventure game. In the end, they're 
all right. 


Does the blurring of genre lines make it 
easier or harder to balance and tweak 
gameplay? Is it possible toymake a single 
game that pleases fans of several radically 
different genres? In other words, will Joe 
Shooter, Jane Roleplayer and Jackie 
Adventure-Gamer all find ways to enjoy 
their time in the world o 


ws Certainly 


^s really for gamers to te е e 
to achieving that goal. I'll tell you, it's a heck of a 
tough goal! Balancing the gameplay so no one 
or character choice is overpoweringly better tha 
other is a real challenge. The guy who blast: 
through every situation and the person who 
to everyone and kills no one must both have fu 
and must both have a chance of success, To 
tough, tough... 
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Given that Deus Ex blurs the lines separat- 
inga variety.of genres, how would you 
describe the gage so Joe (or Jane) 
Consumer.can make an informed decision 
about whether he or she is likely to enjoy it? 


WS The easy answer (at least for game geeks) is 
that | hope people can look back at some earlier 
games and say, "I liked those. Deus Ex is the next 
step in the guplution of games like that. ЇЇ probably 
like Deus Ex." And what earlier games would | cite 
as our predecessors? Ultima Underworld... System 
Shock... Thief... Halflife. l'm not saying we'll be as 
"great as those games – though | hope we will! — 
but they're the games we took the most 
inspiration from. 

we 
For non-game geekspl-quess I'd say Deus Ex is for 
you if you want a game that really immerses you in 
an alternate world and lets you decide how to 
interact with the people you meet there and the 
situations you encounter. á à 


What one message Would you want to 
convey tò gamers abolit Deus EX? { 


development in which ай. of your character choices. 
are expressible, minute-to-minilte, in gameplay and 
every choice you make has a price — everything has 
consequences and nothing comes for free... — 


WS Deus Ex is a game about character j 7 
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What features have been added с 
Unreal engine that jill 


sophisticated inventory system or the skills and 


augmentation systems your character has in Deus Ex. 
oW i 


ations, real-time lip 


ШИ conversation _ 
ndalone editor), а 


ve added blended a 


y omp 
traveling flag system to. 


game, and countless other it 


m 


- Conversely, 


-. and probably avoid combat whenever possible. 


You've mentioned Al and physics as things 
you've enhanced in the Deus Ex version of 
the Unreal engine. Has this led to any 
unexpected behavior on the part of 
characters or objects in the game world? 
Are you seeing any "emergent behavior" — 
things the designers didn't plan or 
anticipate? And, if so, is that a problem or 
a feature? Can you plan fun that's based 
on the unexpected? 


o | 
ЭМ Here's my favorite example of emergent 
behavior: | was standing on top of a three-story, 
building with a pistol. Guards were patrolling below 
me, oblivious to my presence. | fired off a couple of 
rounds, which.the guards shouldn't have heard 
because the pistol was silenced. But one of the 
guards drew his weapon, turned, and started looking 
around for me, because the shell casing from my 
pistol had fallen three stories and landed next to him, 
and he heard it. From my perspective as the Al 
programmer for Deus Ex, emergent behavior is a 
feature, not a bug. There's nothing cooler than doing 
something unexpected in a game and seeing it work 
the same way it would in our world. It makes the 
game world feel immersive and real. 


You've said that character development is 
the heart of roleplaying. Haw important is 
character development A i Deus Ex 

experience? 


weapons and creating all sorts of carnage. 
‘re the guy who says, "I want to 
lop nputer skill" you're going to look for 
VT Ms and security systems to hack 


Character choices expressible in gameplay are what 
Deus Ex is all about. But the important part of that is 
"expressible in gameplay" as opposed to the bit 
about “character choices." Character development in 
and of itself isn't the point, really. 
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With the acquisition of 
SSI, Mindscape, and 
Red Orb, Mattel is 
making toys for us big 
kids. We take a look at 
the lineup for 2000 
and beyond. 


| by Scott Udell ==  — 


A few months ago, staffers from these hardcore 
divisions were quite frank—they had no idea 
what Mattel would do. They had hardcore prod- 
ucts for 2000, but these were already in the 
pipeline at the time of the merger. The question 
in their minds was what kind of new products 
Mattel would let them sign for 2001 and beyond. 

Fast forward several months, though, and the 
employees of these divisions seem, on the 
whole, much more confident. They play coy, of 
course, when it comes time to asking them 
about just what they have in the works beyond 
the products they've announced. Still, they hint 
in at least some instances that current products 
(or ones in development) could see follow-ons, 
or spin-offs, and it seems very unlikely these 
would be Barbie shoe-homed into a Pool of 
Radiance engine. 

The process of communication between Mattel 
and its new family members has begun. 
Direction is coming down the chain, feedback is 
going up, and already there are positive signs. 
Staffers will admit that mistakes were made 
under the former ownership, primarily in the 


Toy giant Mattel has fired off its own significant electronic salvo in its 


war with Hasbro by purchasing computer industry biggie The Learning 


Company. Sure, in the deal it got edutainment lines from TLC and 


Broderbund, and mass-market products like Mindscape's Creatures and 


Chessmaster series, and Broderbund's Myst line. But it also now owns 


hardcore gaming divisions like Red Orb and SSI. When the sale happened, 


gamers expressed concern: What would a toy company do with these 


hardcore gaming lines? There were plenty of jokes about Barbie General 


and the like, but underneath the humor have been real worries—will the 


hardcore games we all enjoy be subsumed by a mass-market mentality? 


areas of shipping unfinished products to meet 
sales goals, and in post-release support, partic- 
ularly bug fixes. (You get the impression they 
admit this because they were against such deci- 
sions in the first place, but have still ended up 
catching most of the gamer ire for them.) The 
teams are therefore quite happy that Mattel 
doesn't seem inclined to do this, at least now 
that things have been explained to them. 
Indeed, several products due to ship for 
Christmas—products which probably would have 
shipped, finished or not, under TLC—have been 
allowed to slip into early or even mid-2000 so 
that teams can spend more time finishing and 
polishing them. 

Early indications are positive. Mattel hasn't 
canceled any officially announced titles, includ- 
ing some very hardcore games (like Harpoon’) 
and, as mentioned earlier, has allowed some 
titles (Reach for the Stars, Silent Hunter II) more 
time for development, neither rushing nor can- 
celing them. 

Now, without further ado, here’s the Mattel 
answer to hardcore gaming for 2000 and beyond. 


Fantastic 
Worlds .| 


Taken together, fantasy and sci-fi settings proba- 
bly encompass the bulk of hardcore gaming, espe- 
cially in the fields of strategy, action, and RPG. It’s 
no surprise, then, that several such games are in 
development in Mattel divisions for 2000. All of 
them feature known franchises—Dungeons & 
Dragons, Warlords, etc.—and all shoot for popular 
genres, both for the hardcore (Reach for the Stars, 
Warlords IV) and the masses (Pool of Radiance, 
Warlords Battlecry). That said, the teams are also 
hoping to appeal to both audiences with all the 
products. Pool of Radiance won't be "RPG-lite,” 
and 551 hopes the Warlords name—and style—will 
attract gamers to Battlecry who are normally reluc- 
tant to approach real-time strategy (RTS) games. 


Pool of Radiance [If . /—— 
While really old-time gamers may think of SSI as 
a wargame company, many RPGers may remem- 


оу 
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The crew hard at work. As you can see, the Mattel 
dress code is already making its influence felt. 
o 


SSI, Mindscape, and RedOrb are now housed in 
the old Broderbund facilities. 


ber it for its strong Gold Box series of Dungeons 
& Dragons titles. Much to the chagrin of fans, the 
division hasn't done anything in this area in 
years, but that's going to change in 2000 with 
the late-year release of Pool of Radiance II, 
known officially as Pool of Radiance: Ruins of 
Myth Drannor. The first Pool game started out 
the old Gold Box series and, according to 
Executive Producer Dexter Chow, was one of SSI's 
best-selling products (this from a game that 
came out when the industry was much smaller). 
With this in mind, and given the recent resur- 
gence in RPGs, SSI decided to reenter the genre 
with Pool II. It's obvious that they have high 
hopes for the game, which Chow says will be 
their showcase title for 2000. Work on the game 
started a year ago, but took a new direction six 
months into the project. Chow says that Wizards 
of the Coast (the then-independent company, 
now-ironically—division of Hasbro), the folks in 
now in charge of Dungeons & Dragons, considers 
Pool I one of the most successful computer 
adaptations of D&D ever. Perhaps because of this 
SSI was one of the few partners—and one of the 
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[above] Meeting up with the Dragonkin. [below] Juggernauts defending the Perimeter 


first—-tapped to begin adaptation of the Third 
Edition of the D&D rules. This adaptation work 
was begun even before Wizards of the Coast 
unveiled the new rules at 1999's GenCon gaming 
convention, and Chow believes they will be the 
first computer game sporting the new rules to 
hit the market. 

With the game nearly a year away, there's not 
a lot to see yet—just a proof-of-concept demo 
SSI's been displaying since May '99. 
Nevertheless, Chow was able to talk design in 
some detail. He says they don't want to just redo 
Pool I. Sure, the new game will be story-, quest-, 
and epic combat-driven, just like its predeces- 
sor. But while they aim to capture the play value 
of Pool I, they also want to "win" on the techni- 
cal side. 


To do this they've started by creating high- 
res, 2D backgrounds for Myth Drannor, the 
abandoned city that is the setting of Pool II. 
Despite the 2D nature of these backgrounds, SSI 
aims to make them very interactive, with plenty 
of moveable (and, one assumes, destroyable) 
objects. Into these backgrounds the artists and 
programmers will place highly detailed 3D char- 
acters. Chow grows quite enthused when speak- 
ing about them. He points in particular to the 
single-mesh system they are using to bring life 
to these in-game residents. No blocky polygonal 
characters here, nor any limited sprites. The 
technology lets them build large characters that 
are nonetheless fluid and detailed. They can 
combine moves on the fly, so characters can, for 
example, make a swipe with their swords while 
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f 5: The in-game interface has a 
ite high-tech feel. 


running. They can add random motion to the 
figures, something that lets them easily differen- 
tiate races and classes by giving them unique 
movement characteristics. Dwarves, for example, 
won't run at all like humans. 

Because they can interpolate motions on- 
the-fly (instead of needing to pre-render 
them), they can make characters react to their 
environment. “There are all kinds of real-world 
situations we want to stress,” says Chow. For 
example, one situation might call for an 
avalanche to fall on the characters. SSI's tech- 
nology will allow characters to cringe, or 
flinch, away from the on-coming threat. 
Another situation may have characters reacting 
as another character enters and crosses a room, 
having them track that character by tuming 
their heads. Subtle to be sure, but it's subtlety 
that increases gamer immersion and, as Chow 
says, "It's all about immersion." 

As mentioned above, Hasbro threw an inter- 
esting twist into the project by purchasing 
Wizards of the Coast, owners of the DED fran- 
chise, after the project was well underway. Chow 
says this will have no effect on the development 
or release of Pool Il, which was a done deal, but 
admits that it leaves DED-branded follow-ons 
up-in-the air. This doesn’t mean, however, that 
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A look at a system’s facilities. The soli 


The game will sport a diplomacy module that will 
let you set up the expected treaties and trade 
agreements and the unexpected embargoes. 


the engine would be tossed out after Poo/'s 
release; Chow hints that other projects are 
already being considered. (Also see our earlier 


Pool Il preview at www.cdmag.com/arti- 
cles/020/192/poolr_preview.html) 


If Mattel/SSI has done anything to mollify hard- 
core gamers, it has to be the signing of the 
remake of the classic space strategy game, 
Reach for the Stars. If they could then do any- 
thing to further improve their standing with the 
hardcore, it would be to hire Terry Coleman as 
the game's producer. Coleman, who was former- 
ly the wargame and reviews editor at Computer 
Gaming World, is well-known as a hardcore 
gamer of the old school, and it's not likely he'd 
be interested in presiding over the "Barbie-iza- 
tion" of a classic title. 

When most folks think of expansive, "space 
opera" empire games, they usually think of 
MicroProse's Master of Orion. Few gamers these 
days realize that the genre got its start much 
earlier, and that the first Reach is really the 
game that defined the style. That long-ago 
game was developed by the "hardcore's friend," 
Australian design house SSG. For years old timers 


Arnan 


items are already built, while the “ghosted” 


Tactical combat will be fast and simple. 


have asked for a remake, and nearly 15 years 
later SSG has answered the call. Microsoft was 
originally going to publish Reach Il, but 551 
picked it up in mid-1999. It’s fitting, perhaps, 
because SSI and SSG have a long history (indeed, 
the founder of SSG started his computer gaming 
career with SSI in the early '80s). 

The game takes place on a galaxy-sized map 
littered with star systems. Your goal is to xore, 
expand, exploit, and exterminate—the classic 
four "Xs"—across these maps. While just about 
all the components you'd expect of such a game 
are in there, SSG is building them such that no 
single one will dominate the game nor over- 
whelm gamers new to the genre. So yes, the 
game will have ship design, but it won't be so 
involved as to be a "game within a game," and 
yes, there is a tactical fleet combat mode, but 
you won't plot individual ship movement or 
spend half an hour resolving tactical battles 
(especially important in a scenario that could 
have dozens or even hundreds of such encoun- 
ters). You'll also see plenty of interface elements 
designed to both improve accessibility for new 
gamers and to speed gameplay for us old hands. 

The game uses a fairly consistent interface 
throughout, so where you'd get a queue—sys- 
tem-level production, ship production, research, 
etc.—you'll find the mechanisms work the same. 
Little touches help make things easier to see at а 
glance. For example, stars on the galactic map 
are color-coded by type, and just by noting the 
color you'll be able to figure out systems’ likely 
configuration. Blue dwarves, for instance, prob- 
ably won't have Earth-like planets. 

Coleman estimates that any one scenario—be 
it stand-alone, multiplayer, or campaign—can 
be finished in an evening. With this goal in mind 
they've implemented several features in multi- 
player to help things along. First and foremost is 
simultaneous tums, where instead of each player 
plotting out his or her turn while others twiddle 
their thumbs, you all get to plot your actions at 
the same time. He says, though, that such a sys- 
tem precludes play-by-e-mail gaming 
(although we've seen other simultaneous move- 
ment plot execution games that support PBEM). 
At this time SSI plans to support four players 
over the Internet (either direct TCP/IP or, per- 
haps, via Mplayer) and six over LANs. 

Coleman indicates that their goal with the 
game is to provide you with enough to do to 
keep you interested without drowning you in 
detail He says they have a firm ship date of 
March 2000. (For more on Reach, check out our 
Computer Games Online preview at 
www.cdmag.com/articles/022/058/reach_stars_ 


feature. html) 


Warlords Battlecry — 1 


If developer SSG is known for anything, its 
known for its Warlords series of fantasy strategy 
games. Another darling of the hardcore, the 
series currently has two more games in develop- 
ment, the real-time Battlecry and the turn-based 
(and tentatively-named) Warlords IV. 

Dexter Chow, who was producer of Warlords 
11 at Broderbund/Red Orb and now has the 
whole series under his wing as Executive 
Producer at SSI, very gently took Computer 
Games to task for our earlier coverage of 
Battlecry. He pointed out that, while we ques- 
tioned how the series would do in what we called 
the crowded RTS field, we forgot to note that RTS 
games are also very popular, and that the field is 
much larger than that for turn-based games. 
While we still think the field is crowded, he’s 
definitely got a point—just look at the top 10 
lists for sales. Even more important, perhaps, is 
his contention that, while using many of the ele- 
ments you'd expect of an RTS game, the devel- 
opers are attempting to differentiate Battlecry 
with several significant twists on RTS gameplay. 

The major difference is the Warlords connec- 
tion. While some fans of the so-far tum-based 
series have resisted the idea of a real-time 
Warlords, it’s something that SSG has wanted to 
do for some time—even some early prototypes of 
what would become Warlords III were real-time. 
Battlecry takes numerous elements from earlier 
Warlords games, elements that will either make 
fans of the series comfortable via their familiarity 
(like the interface) or give them a leg up in 
gameplay, even if real-time is a new experience 
to them. 

One element taken from earlier games, and 
one largely unknown in RTS games, is the hero. 
It is, however, a hero greatly expanded over the 
earlier games. You create a hero before you even 
enter the main game, setting up a full, RPG-like 
alter ego. Your hero can live beyond the basic 
campaign—once done there you can carry him, 
her, or it with you to stand-alone scenarios or 
into multiplayer battles. 

A hero is a member of one of the eight 
Battlecry races: human, dwarf, high elf, wood 
elf, dark elf, minotaur, undead, or orc. Each race 
will offer a number of professions, and each will 
have different levels in the four basic hero stats: 
strength, dexterity, charisma, and intelligence. 
As your hero gains levels he gains access to more 
skills and spell abilities (again, varying with 
race). Upon hitting certain levels of skill heroes 
will be able to specialize within their career field. 
For example, your generic fighter might be able 
to choose between beserker, knight, and so on. 

In the actual game heroes sport a command 
radius, and units within the circle of that com- 
mand radius get bonuses. “This is how we work 
the Warlords stack into a real-time game,” says 
SSI's Garrett Graham. The relationship of a hero 
and his “stack” is only strengthened by a nifty 
new feature: the hero's retinue. You'll be able to 
pick certain high-level units you create during a 
scenario and add them to your hero’s personal 
guard, carrying them along wherever your hero 
goes (including, again, other scenarios, poten- 
tial future campaigns, or online). You have lim- 
ited numbers of openings in your retinue, so 
you'll need to choose carefully. Similarly, your 
hero can equip himself with magical items 
obtained by quest or combat, and can carry 
these along. 
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Going crazy with the scenario editor. Each of these creatures has a number of animations; the skeletons, 
for example, start to toss their swords around when they’re bored (how can something with no brain be 
bored?) [below] An undead city. Do you figure they grow the flowers to put in the lapels of skeleton 


swordsmen? 


Magic plays a big role in the game, perhaps 
larger than in any previous Warlords title. The 
80 spells will be divided amongst the eight 
“spheres” of magic (healing, necromancy, pyro- 
mancy—gotta have a fireball spell!—nature, 
alchemy, summoning, runic, and illusion) and 
the “common” category. Your access to magic 
will vary with your race type and chosen profes- 
sion, so no hero will be able to master every 
spell. Different units, however, may come with 
magical abilities, including some that you can’t 
access or counter, so it might behoove you to 
build a varied force to treat with such threats. 
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Of course going RTS introduces some changes. 
The most obvious of these (other than real-time 
gameplay itself) is a change in scale. Whereas 
previous Warlords games were very strategic in 
scope, Battlecry is much more tactical. Take a 
turn-based Warlords map, which may have 20, 
40, or more cities scattered about vast areas, and 
zoom in to a region with just a handful of these 
cities (say, one per race), then expand those 
cities into their component buildings and 
resource structures, and you have Battlecry. 
Substitute the word “base” for “city” and you'll 
see the RTS paradigm shining through. 

Like most RTS games (and, coincidentally, like 
Warlords IIl), Battlecry makes you collect 
resources—stone, metal, gold, and crystal—to be 
able to buy or build things. Graham says they 
know that four resource types are a lot for a 
real-time game, and says, “We wanted to make 
sure resource management was easy,” so they've 
taken steps to do this. As with Warlords III, 
resource locations are pre-placed on the maps— 
no mine building, for example—and won't be 
tied to any race (anyone can capture them). A 
structure in your control will automatically gen- 
erate a certain quantity of that resource. You 
don't assign units to carry resources between 
sources and your city, but you can put low-level 
units (think “peasant miners"—they'll have little 
if any combat value) into the resource structure 


to increase its productivity. 

Each race will have its own selection of units, 
with a total of 81 currently planned. Many of 
these will be familiar Warlords units (wolf riders 
return!), and some may be new. There will be 
some flying units and eight combat-only naval 
vessels, but no air or sea transports—Battlecry is 
primarily about ground combat. Units are larger 
than typical in RTS games—somewhere between 
the generic RTS norm and the very tactical level 
of Myth—and are quite detailed and, for an RTS 
game, very well animated: each features 20-30 
frames of animation per unit facing. 

SSG is working to get racial armies that feel 
and play quite differently from one another. For 
example, Graham says that the Undead are 
Zerg-like, modifying their units via upgrades. 
Other races may focus on very strong but very 
expensive (and, therefore, not numerous) units, 
while others will follow the cheap-but-plentiful 
horde mentality. 

While races will have only their specific unit 
types, you'll be able to build the units of other 
races by capturing their buildings, another fea- 
ture familiar to Warlords fans. The game cur- 
rently comes with 46 building types. Some of 
these are generic across races, while others are 
race-specific and yet others will vary with your 
good or evil orientation. 

The campaign game tells the story of a quest to 


lọ No. e 


nt Hu 


ООМО 


PET 


"TU R REPAIR | 
REPAIR T IME: 01:09 


r ll: The sub status screen gives you information on your boat, both at-a-glance and in detailed reports. Here the levels of blue indicate heavy flood- 


ing. [right] Setting up a random mission (in this case an encounter with a convoy). 


retrieve powerful, magical crystal “tears.” Initially 
the campaign starts out down a single path, but 
choices you make along the way will create 
branches. The first of these happens early, within 
the first mission or two, and is the most signifi- 
cant: your decision to follow the side of good or 
evil (we want to know if you, as an undead 
leader, can be a good guy!). The total mission 
count is currently up in the air, although ten mis- 
sions have been designed so far. 

In addition to the campaign mission you'll get 
a selection of individual missions based on either 
existing or random maps (the series has been 
known for its random maps since Warlords Il, out 
long before RTS came to the gaming forefront). 
There'll also be an editor that lets you build sce- 
narios and maps (but not campaigns), but the 
team’s not sure how, or if, it will be able to get 
unit stats editing into the game without disrupt- 
ing the RTS gameplay balance. 

In battle the game is classic RTS. You can 
group units, order them about, set way points, 
and so on. You can queue up orders for units 
and buildings, and set groups to move in for- 
mation (at the speed of the slowest unit in the 
group). Maps will feature fog-of-war options 
including the traditional “shroud” (areas cov- 
ered by black until you scout them) and the 
more modern line-of-sight limits. You view 
maps from a fixed, three-quarter “isometric” 
angle, but the terrain is 3D and blocks lines-of- 
sight. Animals will dot the landscape, but they 
won't be just for eye candy—you'll be able to 
have some fun with them. Catapults can launch 
cows if rocks run short ("Bossie incoming!”), 
minotaurs can catch and eat luckless sheep to 
gain hit points, and so on. 

SSG is known for its strong Al (except, per- 
haps, on randomized maps), and Graham says 
Battlecry is already using the Warlords Al 
(remember that initial Warlords /// designs were 
real-time, so it makes some sense that the old Al 
would be adaptable to real-time). He says the AI 
won't get cheats like faster production, and that 
it must scout the map just like a human player. 
The only benefit it will get at higher difficulty 
levels is greater access to resources at game 
start, something a wily human commander can 
turn to his or her advantage (by the rapid cap- 
ture of these strategic resource locations). 


Not long after the announcement of Battlecry 
word leaked out that a turn-based Warlords IV (a 
tentative title) was in the works. This “official 
rumor” was soon followed by an official 
announcement of a deal signed between SSI and 
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SSG for the game. Details are skimpy right now— 
Executive Producer Dexter Chow says the game 
isn't due out until the first quarter of 2001—but 
the design phase has begun, and Chow says the 
graphics will be improved over those seen in 
Battlecry. Roger Keating has started design of the 
over-all strategic-level game, and Steve Fawkner 
is well into the design of its tactical combat sys- 
tem. Tactical combat system?! Warlords has 
never had one of those, but Warlords IV will. 
Chow won't share any details yet, but he does 
drop one hint: "You can think miniatures." 


In the blink of an eye SSI can change hats from its 
fantasy worlds to its real worlds. Realistic sims 
and wargames best illustrate what we mean by 
hardcore gaming. After all, how many other 
games have manuals that can rival the latest Tom 
Clancy techno-thriller when it comes to shear 
bulk? It's in these games that SSI got its start way 
back with the "$2,169 wargame,” Computer 
Bismarck, probably the first commercial comput- 
er wargame. It has continued—to a greater to 
lesser extent—to publish in the area ever since. 
Simulation games form a newer hardcore genre 
for the SSI, but one where it's nonetheless distin- 
guished itself with such titles as Silent Hunter 
(which has sold over 300,000 copies world 
wide—pretty incredible for a niche category of a 
niche genre) and Su-27 Flanker. The reputation 
has been tarnished, however, in the last year or 
two by the too early release of some games 
(highlighted by the release a year ago of 
Luftwaffe Commander, a game that went from 
late alpha to “finished” in about three weeks). 
Still, they've got a stable of simulation and 
wargames in the works—all of them are pretty 
hardcore—with which to polish up that reputa- 
tion. Don’t let the “hardcore” label scare you 
away, however. If there’s a consistent theme run- 
ning through all these games it’s accessibility. 


Silent Hunter ll: | — 
If you do a "niche" product that sells 300,000 
copies, a sequel is pretty much a no-brainer. The 
question, though, is what form should a sequel 
take? In the case of Silent Hunter Il it's not a rad- 
ical change—anyone who played the original 
should be able to jump in and play the sequel— 
as much as it is enhancing the good stuff and 
ditching or reworking the bad. 

For its day, Silent Hunter was pretty impres- 
sive, but that day is now nearly four years past, 


For most of the war German sub- 
based radar was less capable than what the 
Americans had. 
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charges). [below] A radar sweep picks out a target. 


tooth. So the first thing you'll notice are the 
technological improvements. The new game runs 
in 800x600 with 32-bit art with fully 3D external 
views—no more sprites. Each vessel and craft in 
the game is modeled in 3D, and the subs you'll 
command will be particularly detailed: when 
you stand on the bridge you'll be able to look 
around at the sub underneath you. 

Another change is the move from the Pacific 
to the Atlantic. While submarine operations were 
no bed of roses in the Pacific, they were (or 
became) pure hell for the Germans in the 
Atlantic. To assist with development SSI signed 
Erich Topp as a consultant. In addition to being 
one of the top German sub commanders of the 
war, Topp was one of two men who designed the 
German's “wolf pack” submarine tactics. 

The big design question still to be answered is 
that of interoperability versus multiplayer. The 
goal is to make Silent Hunter Il work with its 
companion game, Destroyer Command; this is 
what SSI and its two developers are working on 
right now, and so far things are on track. Silent 
Hunter II has had a bit of a slow start. Developer 
Aeon had formed a new group to develop the 
game, and this "team building" at the start of 
the project cost about a year. Originally slated to 
ship in 1999, the game is now looking like a sec- 
ond quarter 2000 release, something that 
should put it out within a few months of its com- 
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High-tech, World War II-style: the sonar station. 


panion product, Destroyer Command. (For a 
more detailed look at Silent Hunter II check out 
our preview on Computer Games Online at 
www.cdmag.com/articles/023/042/silenth2 .pre 


view. html) 


Destroyer Command . 
From beneath the deep blue sea to on top of it 
we go... as depth charges rain down on hapless 
subs, as main guns pound hapless enemy troops 
on a landing beach, as torpedoes run in towards 
a hapless cruiser, and as AA guns hammer away 
at hapless enemy planes sniffing around the 
edge of the fleet—welcome to the life of a 
destroyer commander, one of the busiest on this 
world’s oceans. 

At first blush, Destroyer Command might 
cause double deja vu: interface-wise it looks a 


The deck gun might be fine for taking out hapless 
merchant vessels, but you’re probably a goner if 
anything with teeth comes along. 
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You gain information on tar- 
gets through visual sightings or radar, sonar, and 
radio intercepts (indicated by the little icons on 
each ship’s tag). 


lot like Silent Hunter Il, and gameplay-wise you 
might think it similar to SSI's recent naval 
wargame, Fighting Steel. Both thoughts have at 
least some merit. The game does look like its 
submarine companion, and that's intentional. 
Even though it's being done by a different 
developer (Ultimation), SSI has worked to have 
the team follow a similar design style. The idea is 
to emphasize the (hopefully) interoperable 
nature of the two games, and to make it easy for 
you to move from one to the other without hav- 
ing to leam a whole new interface. The compari- 
son to a wargame is also understandable, if less 
accurate. You can play the game in the "CIC," or 
map view, much like a real-time wargame, but 
this is not where the meat of the gameplay is— 
Destroyer Command is definitely a simulation of 


This shot of the CIC view amply demonstrates that 


the game does have land. 


focus most of your efforts. In fact, you'll never 
directly control more than eight ships (all 
destroyers), even in the midst of a much larger 
fleet, and you can choose to not accept promo- 
tions and thus stay with just one ship. 

Even that one ship will keep you busy indeed. 
If you thought there was a lot to do in a subma- 
rine, you haven't seen all the missions a destroyer 
can be tasked with. You'll often be ordered to 
screen the fleet, which can mean anti-sub, anti- 
air, and perhaps anti-surface operations. Your 
ability to operate close-in—near shore or even into 
inlets—means you may have to support landing 
operations (you can actually watch the landing 
craft go in) with your deck guns and AA. It'll be 
pretty rare that you go head-to-head with the big 
guys, but it can happen, especially in confusing: 


The seas north of Germany are busy. The “monitors” on the left are set to other “hotspots”; by 
clicking on them you can rapidly swap the current main view with the subordinate ones. [right] The game 


will ship with a complete suite of editors. 
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As a modern naval commander you'll find communication is critical. (Note: the German text isn't an indi- 
cation, as some have thought, that the game is being developed overseas, but because the team is already 
testing interface design to make sure it’s compatible with multiple languages.) 


get some smaller missions like pilot pickup, but 
Martinez tells us these will be less common. 

The meat of the game comes with the tin cans 
you command, and here the detail really takes 
off. You'll get access (if you wish it) to every 
major (and some minor) combat station, from 
the bowels of the ship (the engine room) to the 
very exposed-feeling AA gun positions. The level 
of involvement is up to you: you may never visit 
a station, preferring to leave it on automatic, 
you may "drop by" to get a basic idea of what's 
going on, or you may take complete control. 
Almost every system has layers of control, all 
aimed at letting you play the way you want to 
play. Aside from the main and AA guns (and 
their associated gun director stations) you'll get 
torpedo controls, a depth charge station, the 
helm, the aforementioned engine room and CIC 
views, a sonar room, a damage control/ships 
status view, and a radar station. 

Lots of work is going into modeling, both of 
the 3D visual kind and the underlying systems 
and physics models. When you're at an outside 
station you'll see your ship around you. You can 
look from your double-barrel AA machine gun, 
perched precariously on the side of the ship, 
down the length of your can, and you'll find the 
model accurate (you'll also see other stations in 
action, especially other guns). Land is modeled, 
and even now is looking quite good what with 
haze and ground textures already apparent. 
Ultimation is implementing localized damage 
modeling, so if you take a round in the port side 
of the bow, you'll see damage there, both visually 
and functionally. We could go on and on about 
the modeling, but you probably get the picture. 

The game will sport multiplayer (it's already 
in), especially cooperative missions, and, hope- 
fully, interoperability with Silent Hunter II for 
some destroyer-submarine matchups—can you 
shepherd your convoy safely, can your opponent 
take it (or you) to the bottom of the sea? Martinez 
says that, if all goes as planned, Destroyer 
Command should ship within a few months of 
Silent Hunter II (which is scheduled for second 
quarter 2000), so you should be able to answer 
that question yourself without much delay: 


Harpoon’ 


If there is any title that demonstrates SSI and 
Mattel’s commitment to satisfying the hardcore, 
it has to be the modern naval wargame/sim, 
Harpoon’. Not due out until Fall 2000, the game 
was "in pieces" when we visited SSI, but we did 
get a look at the 3D engine the developers are 
implementing and got a short tour through the 
database system that's already in place. 

There are 3D views driven by the engine created 
for Destroyer Command, but 3D isn't the emphasis, 
nor is it just eye-candy. You might drop into 3D to 
examine your anti-air umbrella, or the positions of 
your screening forces, and then order some 
changes, but SSI's Sean Decker says you'll proba- 
bly spend most of your time in the many 2D views. 
He says that they're working to make models that 
are realistic enough without being loaded down 
super-detailed and basically superfluous anima- 
tion (like carrier aircraft elevators moving)—he 
says your view will rarely get closer than a virtual 
half mile, and that the 3D mode is for gameplay 
purposes instead of eye candy. 

While he doesn't directly address the game- 
play of Jane's Fleet Command, Decker and the 
rest of the team are surely aware of the strengths 
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and weaknesses of that game, particularly in 
gamers’ minds and as compared to earlier 
Harpoon products. One strength definitely has to 
be ease-of-use. Fleet Command was easy to get 
into, and old Harpoons were not, something SSI 
is keenly aware of. Decker emphasizes the many 
steps they are taking to make Harpoon’ easy for 
folks new to modern naval combat (or for those 
who may not want to bother with the nitty grit- 
ty). This doesn’t mean, of course, that the team 
is ditching all the hardcore “good stuff"—just a 
glance at the early screen shots shows that. Like 
the other sim/wargame products SSI is working 
on, you'll be able to burrow into greater levels 
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at /articles/020/047/harpoon4_preview.html) 
Reno Air Races 


detail if you wish. (Also see our earlier preview 


While SSI's sims often focus on the combative side 
of human conflict, this new game focuses instead 
on the competitive side. The Reno Air Races that 
are the game's namesake are just what they imply: 
serious aerial races in souped-up, propeller-driven 
aircraft—think NASCAR of the air and you wouldn't 
be far wrong (the races have even been shown on 
ESPN). While there have been games based on air 
racing before, they've all been fairly "light," or 
even just plain arcade/action games, but Reno Air 
Races is a serious simulation of the sport, rather 
like you'd expect Papyrus to produce (indeed, at 
one time in the past this game was going to be 
published by Papyrus). 

While named after the showcase event in the 
sport, the game will come with five flying areas: 
Reno, the Alps, England, Phoenix, and a "fantasy" 
jungle/canyon map that Associate Producer 
Charles Harribey says will be quite large. The 
real-world maps are based on the actual areas, 
and Harribey says that Victory Simulations, the 
developer, has a modeler who is very meticulous 
in his maps, so if you're familiar with the areas 
you should be able to recognize many landmarks. 
Each map will sport a variety of courses, and 
because of the ease of course creation (courses are 
basically just pylons on the ground the aircraft 
have to follow) an editor is no problem. 

The sport is divided into a number of different 
race categories, and the game will model all of 
them: bi-planes, T-6 “stock” plane races (these 
planes can’t be modified, so races will be deter- 
mined more by skill), Formula 1, and unlimited 
(where the really far-out designs fly). The game 
will use real planes (Harribey says they've gotten 
enthusiastic unofficial support from many of the 
pilots, and that they hope to sign most of them 
and put their planes in the game) along with real 
modifications. For example, as you work through 
à season you won't just get engine upgrades A, 
B, or C, you'll get the actual Rolls Royce engine 
that would fit in that plane. The performance of 
your plane will be affected by the environment, 
and this will vary each time you play. You'll have 
to take into account changes in humidity, wind 
speed and direction, fuel weight, and the partic- 
ular course layout (even the likely styles of the 
other pilots). As with car racing you'll probably. 
want to take your plane up for a few test laps on 
the "day" of the race, then tweak it for the condi- 
tions you encounter. 

While you can choose to fly individual races, 
you'll get the meat of the game by playing a 
season of competition. Instead of using a mone- 
tary model SSI is using a "sponsorship" model 
(Harribey says they're even hoping to sign the 


e 
о 


actual sponsors who participate in the sport). As 
you do well in your racing, you'll get better 
sponsors and, through their sponsorship, access 
to more planes and better upgrades. Start hav- 
ing trouble, though, and your sponsors will drop 
away, something to keep in mind just after 
you've pancaked that classic Mustang. If all goes 
as planned, Reno Air Races should take off by 
the Fall of 2000. 


While no one at the company is sharing details 
right now, there are (at least) two more combat- 
oriented games in the works, one from the simu- 
lation team and one from the strategy team. We 
didn't get any information from them about Su- 
39 beyond the fact that it exists, it's being 
developed by the Flying Legends team that just 
finished Flanker 2.0, and that it will cover the 
modern version of the venerable Frogfoot, the 
Soviet/Russian equivalent of the A-10 Warthog. 
One team member did say that they hope to get 
some other "stuff" into the game, but wouldn't 
go on record with details because they don't yet 
have the time or resources to implement them 
(but he's hoping to convince some corporate 


5: At first glance it looks like RareBear 
is behind, but chances are good he'll be able to 
turn inside his opponent and cut a tighter corner. 


Flying along the coast.on the English:map. 


types to give them more of both). 

Steel Panthers IV was announced some time 
ago, but there's been no word for such a long 
time that fans of this popular wargame series 
have started spreading the rumors pretty thick- 
ly: SSI canceled it, designer/development team 
Gary Grigsby and Keith Brors have quit the pro- 
ject or been kicked off it, and so forth. 
According to our contact, none of it's true: 
Grigsby is definitely on board, and while the 
project has slipped (we guess this is because of 
Grigsby's now-completed commitment to a cou- 
ple of games with TalonSoft), with the game now 
due in 2001, it is still very much alive. Details are 
sketchy, although it sounds like the game could 
use 3D and some form of real-time. Our source 
says that Terry Coleman will be the producer on 
it on the SSI side, something that should please 
most hardcore wargame fans. 

We've also learned that developer Aeon is 
working on a World War II Battle of Britain flight 
sim tentatively titled Day of the Eagle, but we 
don't know at this time whether or not SSI is 
going to publish it (contacts within the compa- 
ny have only confirmed that Aeon is developing 
the game). m 


For an air racing game, the attention to ground 
detail is impressive. 


If you could zoom in closely enough you'd be able 
to.see the cockpit instrumentation. 
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“The Microsoft Monopoly: — 
|! ‘ll trade you Park Place for Redmond | 


n Friday, November 5th, judge Thomas Penfield Jackson told everyone in 


the country what we already know. Microsoft is a monopoly. Well duh! 


The judge's 207-page finding of fact said that, though Microsoft claims 


to face serious threats and competition in many sectors, it still has a 


tighter lock on the computer landscape than that annoying cousin who would 


somehow get both Boardwalk and Park Place, then levy that power by offering 


free lodging there in exchange for one of your railroads. In fact, the judge 


implied that Microsoft's main fault is very similar to that board-game example, 


as it was stated that Microsoft used its considerable influence to bully other 


companies into using its products, thus securing its dominant position. 


I'm not going to make a case for or against 
the judge's ruling. | really can't claim to be a 
law professor specializing in antitrust litigation, 
and we've still got months of legal wrangling 
before the case is over anyway. I'll just say that 
some of the judge's statements really concem 
me, like the following: 


Microsoft enjoys so much power in the market 
for Intel-compatible PC operating systems that if 
it wished to exercise this power solely in terms of 
price, it could charge a price for Windows sub- 
stantially above that which could be charged in a 
competitive market. Moreover, it could do so for 
a significant period of time without losing an 
unacceptable amount of business to competitors. 


Since when does our law punish people for 
something they could or might do? | own a 
kitchen knife, and 1 could murder someone with 
it if I chose, but does that make me a criminal? 

Still, Microsoft definitely powers most of the 
personal computers in the world, and if you 
don't want to play by their terms, you cut your- 
self out of most of the market. That's true. But I 
think it's a good thing that Microsoft is a 
monopoly, as least in the OS market. | want my 
OS to come from only one place. 

Let's imagine for a moment that Microsoft 
only had about 40% of the operating system 
market, with Linux and BeOS each in control of 
30%. Can you imagine how buggy games would 
be? It's enough of a hassle for QA departments 


to hunt for bugs with the dizzying array of hard- 
ware available for what amounts to one plat- 
form—Windows 95/98. If they had to replicate 
those efforts on two other operating systems, it 
would be a nightmare. Not to mention that 
hardware manufacturers would be spending all 
their time trying to keep on top of driver devel- 
opment for multiple operating systems, which 
means less time to optimize and tweak drivers 
for additional performance or features. 

Software development would definitely be 
more difficult as well. | agree with many devel- 
opers that planning your code so that it is easily 
portable and modular is almost always a good 
practice. It's also time consuming and difficult. 
If you think games are delayed too often now, 
just imagine what it would be like if capturing a 
majority of the market meant that developers 
had to make their game for several operating: 
systems simultaneously. 
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Then there's the confusion for the general con- 
sumer. One of the benefits of a totally dominant OS 
is the knowledge that you'll likely be able to use 
any other computer as well as you use your own. If 
your friend has a different operating system, the 
interface will be different, and you won't know 
how to do everything you know how to do on the 
system you spend all your time with. The prolifera- 
tion of multiple user interfaces would be a crush- 
ing blow to the rapid and broad acceptance of 
computers in all demographics of modem society. 
My mom, a Macintosh die-hard, is scared enough 
of the PC platform with only one OS. 

There are plenty of people who hate 
Microsoft, and would like nothing more than to 
see them broken up. It's easy to see why—when 
our computers don't work right, regardless of 
whether it's a problem with the OS, the program, 
drivers, or user error, we like to blame the 
"plumbing," and that's got Microsoft written all 
over it. While I’m not one of those people, | 
won't go so far as to say | really like the compa- 
ny, either. | have no idea if they've done any- 
thing illegal. | know that becoming a monopoly 
by competing better than everyone else isn't 
illegal, but abusing that power to harm the con- 
sumer is. After all, our antitrust laws exist to 
protect consumers, not competitors. For all | 
know, Microsoft may have broken every antitrust 
law in the book, and for that they'll have to face 
the music. | genuinely fear that the government, 
in their overzealous attempt to punish a megalo- 
maniacal company, will end up hurting the con- 
sumer far worse than the Microsoft Monopoly 
ever has. As the saying goes, "he who seeks 


! revenge should remember to dig two graves." ш 


Q: What are some solutions for the gamer 
who wants to have a racing wheel, a control 
pad, and a flight stick, but who is too lazy 
to unscrew, unplug, plug, and rescrew all 
the time? The game controllers | want (and 
the one flight stick | already have) all use 
game ports. 

Jason W. 


A: Game cards used to be more popular, but 
now with the quality of the game ports on sound 
cards being as good as they are, they're pretty 
rare. Most new controllers are either USB-only or 
offer USB options, and this may yet be the best 
way to go...get a good 8-port USB hub on the 
cheap, and you'll probably plug all your future 
devices into it: keyboard, mouse, controllers, 
you name it. 

However, since you already have your eyes set 
on controllers that use game ports, | did a little 
digging. Doing a web search reveals lots of 
small independent cable companies that make 
small switch boxes and Y-cables, but the most 
attractive solution I've seen comes from PDPI. 
They make a 4-port game card which they claim 
offers a faster polling rate and far lower CPU uti- 
lization than what you'll find on sound cards, as 
well as full Windows and legacy DOS compatibil- 
ity. You'll have to sacrifice two slots for the 
product, essentially: one for the card itself with 
two ports, and one for the bracket containing 
the two additional ports, connected to the card 
via a ribbon cable. So if you've got the space on 
the back of your machine, it may be worth a 
shot. You can find more info at www.pdpi.net. 
Other than PDPI's product, І only uncovered a 
few standard 2 or 3-port switchboxes and split- 
ter cables. 


Q: Which IDE drive configuration will give bet- 
ter system performance: 

1) Hard drive as master on the primary IDE 
controller and CD-ROM as slave on the primary 
IDE controller, or 

2) Hard drive as master on the primary IDE 
controller and CD-ROM as master on the sec- 
ondary IDE controller. 

Mike M. 


A: It used to be that having a slower device like 
à CD-ROM on the same IDE channel as your hard 
drive would cause your hard drive to act at the 
slower device's speed. For example, if you hada 
PIO Mode 4 hard drive and a PIO Mode 2 CD- 
ROM, the hard drive would run at Mode 2 speed, 
limiting performance. Today, with UDMA hard 
drives and CD-ROMs, this is no longer the case. 
Having a CD-ROM or DVD-ROM on the same IDE 
channel as your hard drive isn't likely to cause it 
to run any slower in normal use, if both the hard 
drive and CD-ROM were made in the last two 
years or so. However, if you have a very fast 
hard drive that is capable of nearly maxing out 
the bandwidth of your IDE channel, then using 
your CD-ROM at the same time might slow things 
down a touch. If you have the means, just go 
ahead and give your hard drive the primary IDE 
channel and your CD-ROM the secondary. It may 
not make any difference in normal usage, but it 
can't hurt. 


Q: 1 use my system to run a lot of 3D action 
games, and I currently have a 16 meg AGP 
Banshee accompanied by a 12 meg Voodoo2 


accelerator card. | was wondering if this sys- 
tem is as good or better than one with a 
Voodoo3 3000. Should | trade my current 
cards in for the "new and improved" Voodo3? 
Lee H. 


A: Well, the two Voodoo cards in your system 
aren't actually working in conjunction. That is, 
when you're playing a 3D game, your system is 
only using one at a time. A Voodoo3 3000 
would be significantly faster than either the 
Voodoo? or Banshee card you're using now. It 
would also have the benefit of replacing the two 
cards in your machine now with just one. How 
much of a speed improvement you would see 
depends on how fast your processor is, but in 
general you should see a good speed improve- 
ment. Of course, Voodoo4 and Voodoos5 are just 
around the corner... 


Q: | was wondering if you could give me a 
hand with a problem 1 am having with a 
batch file 1 made to automatically backup 
and zip all my saved games from the various 
games | am currently working on. The file | 
made works fine but the problem is that 
since the file is made to work in a DOS win- 
dow in Windows 95, it doesn't preserve the 
long file names of the saved games. Instead 
it uses the DOS version of the filename and 
shortens it to 8 characters. Is there any way 
to preserve the long filenames through DOS 
or Windows (or otherwise)? 

Carl J. 


A: Actually, there is. There's a little-known DOS 
command called “LFNFOR” that is supposed to 
preserve long filenames. You can turn it on by 
including “LFNFOR=ON” in your batch file or by 
typing it at the dos prompt. You should make 
sure the LFNFOR value is returned to "OFF" at the 
end of your batch, or when you're done process- 
ing your files. 


Q: I have a Plextor CD-ROM drive and some 
games take a really long time to install, and 
then the video skips. What's going on? 


A: Many current games use a copy protection 
scheme from a company called Macrovision. 
These are the games that Plextor drives are hav- 
ing a problem with. It tums out that that it's 
basically because Plextor drives are "too good." 
They try too hard to recover errors, and this con- 
flicts with the Macrovision copy protection 
scheme. We asked Plextor about the problem 
and this was their response: 


Yes, we are aware of the problem. Our drives 
try ‘too hard’ to recover the data integrity, but 
can't because the errors are deliberately non- 
recoverable. 

This is a new copy protection scheme that is 
being used on some new games. There are CU 
and CU2 errors deliberately put on the disc dur- 
ing manufacturing. This results in our drive 
going into error correction mode. We are work- 
ing with MacroVision to resolve this. 


So next time you want to play a game with 
your Plextor CD-ROM and the Macrovision 
copy protection messes it up, you can thank 
all those people who pirate software and 
force widespread use of elaborate copy pro- 
tection schemes. m 
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Aureal Announces Vortex2 $03500 
Turbo—Aureal announced that it expects to 
begin shipping the Vortex2 503500 Turbo in 
the first quarter of 2000. The 503500 is based 
on the Aureal Vortex2 audio processor, but 
adds an upgradeable DSP to enable support 
for Aureal’s new A3D 3.0, geometry-based 
reverberation effects and Dolby Digital 
decoding. The Vortex2 $Q3500 Turbo will 
retail for around $200.00 and will be bun- 
dled with an several applications and games, 
including the new Aureal Vortex Player and 
complete versions of games that take advan- 
tage of the card’s capabilities. 


Hercules Reborn as Guillemot 
Division—Hercules Computer Technology 
was acquired by Guillemot on October 28. The 
first product to come out under the Hercules 
brand is the 3D Prophet DDR-DVI. The Hercules 
3D Prophet DDR-DVI graphics card is a 3D 
accelerator featuring the new GeForce 256 
DDR chipset from NVIDIA and a DVI-OUT con- 
nection to support technologies such as flat 
panel monitors, digital CRTs and LCD projec- 
tors. It also comes with 32MB of DDR RAM 
(Double Data rate), a DVI-Out (Digital Visual 
Interface) feature, resolutions up to 1600 x 
1200 in 16 million colors and true 32-bit color. 


Sound Blaster Live! Drivers go GNU— 
Creative Technology has made the drivers to 
their next-generation sound card technology, 
the Sound Blaster Live!, available to the Linux 
development community. The driver has been 
made open-source and now falls under a GNU 
license. This means - in theory at least - that 
Linux hackers can modify the drivers to work 
with various Linux software programs and 
make the changes available to the general 
Linux using public without too many hassles. 
Creative Technology sees this as a way to give 
the Linux operating system broader support 
than if the company had developed drivers 
for specific components like X-Windows. 


Aureal Announces A3D 3.0—Aureal has 
made available its A3D 3.0 Software 
Development Kit (SDK) free-of-charge to 
"qualified" software developers. A3D 3.0 
builds upon the A3D Application 
Programming Interface (API), adding new 
audio features such as geometry-based 
reverb effects, volumetric sound sources, 
support for Dolby Digital playback, support 
for streaming audio, support for MP3-format 
audio decoding and playback, and user- 
customization through the use of download- 
able HRTF sets. 


Sensaura powers Monster Sound 
MX400—Sensaura Ltd. announced that the 
Diamond Monster Sound MX400 audio accel- 
erator, by S3 Incorporated, will utilize the 
complete Sensaura feature set. The MX400 
uses the Canyon3D DSP chip, manufactured 
by ESS Technology Inc. The MX400 features 
MultiDrive for 3D multi-speaker audio, 
EnvironmentFX for EAX 1.0 and EAX 2.0 sup- 
port, MarcoFX for headsets, ZoomFX for the 
realism of large sounds, support for Microsoft 
DirectSound3D, and integration of 
"Interactive 3D Audio Rendering Guidelines 
Level 2.0' (I3DL2). = 
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Sound Blaster 


If it looks like a stock SB Live! with a SPDIF minijack 
connector, that's because it is. 


excellent sound card, but it wasn't necessarily 

the best choice for gamers. The "Value" ver- 
sion comes in at a reasonable $99 and has all the 
features a gamer could want, but it doesn't 
include a bundle or digital output for those with 
a digital connection on their speakers. While the 
technology was there, the marketing effort was- 


I: Sound Blaster Live! has always been an 


home console systems for years now. There's 

just something satisfying about pulling the 
trigger on a fake gun and seeing the result on 
the screen right where you were aiming it. Act 
Labs finally brings this tactile experience to the 
PC with the GS Gun System. 

The GS is simple to hook up—a pass-through 
cable plugs into your video card, which your 
monitor cable then plugs into. This is an "active" 
pass-through, meaning that your monitor won't 
work if the GS base unit isn't plugged into the 
wall. The unit comes with two guns and a small 
analog thumbstick controller, but only two of 
these can be used at a time. You can either play 
with two guns (primarily for two-player games) 
or have one gun to shoot with and a controller to 
move with. 

The gun actually works very well, with precise 
aiming and good response. The Remington Top 
Shot game that is bundled with it is rather bor- 
ing, and needs a patch available on Act Labs" 
website to allow in-game calibration. Even when 
calibrated correctly, automatic weapons in that 
game don't repeat-fire when the trigger is held. 


[ guns have been staples of arcades and 


Live! X-Gamer 


n't. Creative corrects this with the X-Gamer edi- 
tion, bringing to bear some considerable soft- 
ware bundling muscle to deliver an excellent 
value to gamers. 

The SB Live! X-Gamer is essentially an SB Live! 
Value. The processor and connectors are all the 
same, as are the drivers. Thus, it has the same 
capabilities for EAX support, excellent 
DirectSound and DirectSound 3D support, and 
good drivers with lots of tweaking options. The 
one difference in the hardware is the addition of 
a SPDIF digital output on the card, which was 
previously only available on the regular SB Live! 
card. which costs $100 more. The SPDIF connector 
is the minijack variety, and Creative curiously 
doesn’t include an adapter to hook it up to the 
mini-DIN connector on their FPS line of speakers, 
but such adaptors are inexpensive. From a hard- 
ware standpoint, the X-Gamer is a Sound Blaster 
Live! Value with a little added bonus feature, and 
that’s already pretty good. 

The big value in this product is the software 
bundle, though. The X-Gamer comes with full 
versions of Descent 3, Need for Speed 4: High 
Stakes, and Thief: The Dark Project. If the full ver- 
sions of three excellent games aren't enough to 
entice you, they've also bundled demos of Myth 


The guns have an obviously fake, “Marvin the 
Martian” styling. 


down, as they do when holding the mouse but- 
ton down. Far more interesting is the Quake 2 
mod “Gun Frenzy,” which includes in-game cali- 
bration and lets you play Quake 2 as though it 
were an arcade light-gun game with full free- 
dom of movement. There’s a Half-Life mod in the 
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Creative adds value for the gamer in 
this repackaging of the SB Live! Value 


check out that software bundle! 


2and Aliens vs. Predator. All the usual Sound 
Blaster Live! utilities and demos are included as 
well, but they're really no big deal. The X-Gamer 
gives gamers what they want—an excellent 
sound card with a superior bundle and an 
affordable price. —/ason Cross 


| МА ACTURER creative Labs 
| MSRP $99 
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Finally a gun system for the PC— 
but do we want one? 


works too. Support is pretty much limited to 
those few applications right now, but there's lots 


| of stuff in the works—Soldier of Fortune will have 


native support, as will Die Hard Trilogy 2 and 
several hunting games. 

Unfortunately, for the majority of these 
games, including the shooter mods, using a light 
gun is an amusing short-lived novelty. Most 
games rely too heavily on quick, dynamic move- 
ment, which is just too difficult when using the 
gun. There's a reason most arcade and console 
gun games are “rail-shooters” that present a 
fixed path. The unit has potential when used 
with hunting games, but $90 for a new hunting 
game accessory is a bit steep. The device works 
well, and may be worth the price when more 
supported games are finally released, but it real- 
ly needs custom games to shine. —/аѕот Cross 


| MANUFACTURER act Labs 


MSRP $29.95 
RATING X KIC yc 
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P120 Action Pa 


Hmm. Well, chances are good that you are 
lying—most people would rather save a few 
bucks than not, even if it means making a few 


ns your hand if you are a cheapskate. 
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The joystick handle detaches and 
stows in that little hole beneath the 
Saitek logo. 


concessions in the process. 
Assuming that you fall into that 
category, you might want to take 
a look at Saitek’s new budget 
P120 game pad. With an estimat- 
ed street price of $9.95, you won't 
have to take out a new mortgage 
on your doghouse to add it to 
your controller collection. 

The P120 looks like just about 
any other basic game pad—an 
eight-way pad on the left, four 
buttons in a diamond configura- 
tion on the right, and two triggers 
on the grips. The grips are a good 
fit even for large hands, and they 
are set at a comfortable angle. 
One nice extra (and to be honest, 
any “extra” is nice in the $10 price 
range) is a detachable mini handle that can be 
plugged into a hole in the center of the D-pad to 
tum it into a mini joystick. The handle is useful 
for games that want smoother control (racing 


Cordless Whee 


s your desk a hopeless, cluttered mess? Is your 
| mouse cord wrapped around your joystick’s 

cable like two snakes in heat? Ever lose a Half- 
Life game due to mouse tangle? Well, Microsoft 
won't send over a cleaning service, but the com- 
pany does offer a little relief in the form of the 
Cordless Wheel Mouse. 

The mouse looks just like Microsoft’s basic 
low-end Wheel Mouse, sans tail. It sports two 
buttons and a scroll wheel, and is fairly com- 
pact, making it well suited to smaller hands. 
Instead of a cord, the unit includes a separate 
receiver that plugs into your PS/2 port. 
Communication with the receiver is via radio 
rather than IR, so desktop clutter won't interfere 
with operation. The mouse works up to five feet 
from the receiver, and has two switchable chan- 
nels in case someone nearby is using one. 

Because the mouse is untethered, it relies on 
two AAA batteries (included) for power; MS says 
they should work for four to six months, depend- 
ing on usage. Movement was smooth in both 
gaming and desktop work, with no perceptible 
lag. Microsoft supplies Intellimouse 3.0 software 


for adjusting mouse sensitivity and 
wheel functionality. No special drivers 
are needed, however, and the mouse 
worked fine when plugged into a laptop 
sans Intellimouse software. 

It's odd that this product doesn't 
support USB like Microsoft's other new 
mice. USB allows for quicker polling of 
the mouse, which can aid performance 
in ultra-fast games like 3D shooters; to 
get that performance here you'll have to 
use a utility like PS2Rate to adjust the 
speed of your PS/2 port. 

The cordless wheel mouse functions 
well, and we had no complaints in day- 
to-day productivity use or gaming. The 
biggest question is what the need for a 
cordless device is; it would make more 
sense if there was a cordless Natural 
Keyboard to accompany it, that would 
allow use, say, with a PC/TV setup. 

Still, if you feel the need to be set free froma 
wired existence, the Cordless Wheel Mouse works 
well. —Denny Atkin 


A gamepad that your wallet will adore 


games, for instance), and it can be locked into a 
recessed storage nook on the underside of the 
game pad when not in use. 

The game pad comes with no configuration 
software, but most modern games allow you to 
reconfigure controls within the game anyway, so 
it really isn’t much of a drawback. The fact that 
Windows will only allow you to configure the two 
triggers as a third axis is a drawback, however. 
Saitek is pushing the P120 as a 6-button game 
pad, but most games designed for use with a 
game pad will not recognize third axis controls 
at all, rendering the buttons useless much of the 
time. They can be used as rudder or acceleration 
controls in flying or driving games, but since the 
buttons are digital they don't really fare well in. 
that capacity either. Even so, you would be hard- 
pressed to find even a good 4-button game pad 
in the same price range as the P120, so if you are 
looking to save a few bucks it just might be the 
game pad for you. —Benjamin E. Sones 


MANUFACTURER saitek 


| MSRP. 49.95 
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The mouse, untied. 


! MANUFACTURER Microsoft 
| MSRP $44.95 
RATING ЖЖ Ж ox 
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The box makes grandiose claims, 
writing checks the sound card 
can't cash. 


it does 3D sound, right? It'll work 
with everything, right? 
Fortunately, like most sound 
cards these days, it's easy to install 
and works with just about any- 
thing. The bad news is, the sound 
quality is pretty bad and the excit- 
ing 3D sound standards aren't sup- 
ported. The Predator 4D supports 
DirectSound 3D by utilizing QSound 
Labs' QSoft3D technology to pro- 
duce 3D sound with two speakers or 
headphones. Unfortunately, it 
doesn't work nearly as well as A3D 
or EAX in that capacity, and there is 
no support for 4-speaker setups. Turning on the 
3D sound in games like Drakan produces little 
more than good stereo panning. It's a far cry from 
the experience you get while playing System 
Shock 2 or Half Life with A3D or EAX support. 

MIDI output is reasonable if you increase the 
default 1.5MB MIDI patch set to the maximum 


veryone would like to find computer compo- 
nents that save them money without sacrific- 
ing quality. Looking quickly at the Predator 


E 


4D sound card from Shark Multimedia, it seems 
like it might be just the kind of budget sound 
card you can live with. Sure, it’s not a fancy 
Vortex2-based card or a Sound Blaster Live!, but 


Saitek R100 P 
Racing Wheel 


| peripheral to everyone who ever played a dri- 
ving game, Saitek delivers the $50 PC Racing 
Wheel. This is definitely one of the least expen- 
sive wheels we've seen, costing about as much as 
а new racing game. Unfortunately, it looks like 
you just can't cut the price down this low with- 
out sacrificing quality and features. 

The overall shape of the wheel is pretty good, 
and the simple clamping mechanism keeps it in 
place and doesn't take long to secure to your 
desk or computer table. There’s a “cheap plastic” 
feel that permeates the product, though, from 
the weak action of the buttons to the seams on 


n a noble effort to bring a steering wheel 


і 
і 
9 і 
S the incredibly lightweight wheel. The two thumb | 
z buttons are rather small and recessed too far to ' 
3 be easily accessible. The two pedals work reason- | 
& ably well, but ате at а very low angle, as if | The thumb buttons are too small and recessed to 
E they've already been depressed halfway. This is ! Бе really useful. 
ш probably to help prevent them from sliding і 
ч around (your foot pushes more “down” than ! Like some of Saitek’s other low-cost offer- 
= "forward"), but it’s only halfway successful, asa | ings, the R100 wheel has no custom Windows 
5 good stomp on the brake pedal will slide the f driver—you set it up as a "two axis, four button 
= base around, even on carpet. | joystick.” That's right, the wheel is one axis and 
Б] i 
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You can't expect much from a $30 
sound card, and you won't get it 


6MB one, but Vortex 2 and Sound Blaster Live! 
cards produce better MIDI music with less memo- 
ty. Digital audio playback works just fine, so 
playing most games without 3D sound enabled 
and listening to CDs or MP3s works fine. 
Unfortunately, the card is quite noisy by today's 
standards, with only an 85dB signal-to-noise 
ratio. Worse, it is poorly shielded, and some hard 
drive access and video card activity would occa- 
sionally produce faint squelches and squeaks 
through the sound card. 

For $30, you probably can't expect to get a 
great sound card, an impressive game bundle, 
or support for the hottest technologies. If you 
really need a sound card on the cheap, the 
Predator 4D fits the bill, but if you want a quality 
audio experience from your games, spend the 
$100 required for a top-of-the-line card with a 
good software bundle.—/ason Cross 


———U ro с лга = ee ee ышы, _ | 


i JFACTURER shark Multimedia 
| MSRP. s29 
URATING. X XC 


If you can’t make a cheap PC 
wheel good, don't make it at all 


the pedals are the other, meaning that you 
can't set up the pedals to act independently on 
their own axes. Pressing both the gas and brake 
at the same time is like trying to push a joystick 
both up and down at the same time; it just 

} doesn't work. 

It's good that peripheral manufacturers are 

| trying to bring the cost down on specialty items, 
but when that low cost comes only at the sacri- 
fice of function, it's not a bargain. Racing wheels 
are obviously for people who play enough racing 
games to warrant their purchase, and they need 
to at least be good enough that you'll do better 
in the game with them than without. If you're a 
PC racing enthusiast, you're better off spending 
à little more for a wheel you'll really be happy 
with. —/ason Cross 
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of the crown 


omnee: 


the Burden 


of war destroy enemy fortress 


m 


Wizard thwarts dragon attack 
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| UPSIDE - EPI 


Plenty of depth, resembles a lot of 
well-loved games. 


A bit derivative, some patchy strategic 
Al, eye-straining unit graphics. 


[above] Some of the "strategic" level spells—such as this Divine Storm—can have 
spectacular (and sometimes permanent) effects on the landscape. 


Gabriel's last stand " [left] The campaigns are somewhat reminiscent of Fantasy General’s, albeit a 


little heavier on story elements. 


Age of Wonders 


Warlords of Master and Magic 


HOW WOULD YOUR RECIPE FOR THE PERFECT FANTASY STRATEGY GAME READ? Would 
it be turn-based or real-time? Would it feature tactical skirmishes or grand 
strategic maneuvering (or both)? Would there be heroes? Magic? Buxom babes 
in skimpy chain mail bikinis? What are some similar games that you enjoyed 
playing? Would you make their game like those? Or perhaps just borrow some of 
the features that you liked the most? 
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Triumph Studios doubtless sat 
down and asked themselves all 
these questions five years ago (give 
or take), which is about the time 
that Age of Wonders initially went 
into production. It was called 
World of Wonders back then, and it 
looked like a really pretty clone of 
the popular Heroes of Might and 
Magic, practically glittering in all 
of it's 640x480x256-color glory. 


Triumph started with a shopping 
list of game innovations—well, 
mostly recycled innovations—that 
just about every strategy fan would 
clamor for, and has been working 
on mixing and measuring the per- 
fect recipe ever since. Along the 
way they signed on to publish 
through Epic Megagames, which in 
turn signed on to publish through 
Gathering of Developers. The devel- 
opers came close to being finished 
once, and then decided that they 
needed to remake all of their art 
assets in 16-bit color (along with 
some extra tweaking and rework- 
ing of the game itself). 
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THE BUZZ 


their strong points 
better.” 
—Јое Ryan 


now instead has to contend with 
the recently released expansion for 
Heroes of Might and Magic IIl and 
the upcoming Warlords IV (a 
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GENRE strategy 
PUBLISHER cathering of 


Developers alas, ever come about). Still, it’s 
the results that count, and even a 
five-year old cake would be worth 
eating if the recipe were good 
enough. Well, you know—-assum- 
ing that you really like cake. 
Perhaps if it were stored in a really 
tight container. All right, forget 


166, 32 MB RAM more epic than the game itself, and 
Triumph certainly isn't going to 
win any awards for timeliness. The 
game that might have originally 
competed with Heroes of Might and 
Magic Il and Warlords II Deluxe 


MULTIPLAYER 2-12 players; 


LAN, Internet, modem, hotseat, email 


RATINGS ALS 


about the cakee—you get the idea. 


Take a little Master of Magic 
It's kind of funny, in a way—emu- 
lating a game that is itself a com- 
plete and utter clone. For all its 
various bugs and idiosyncrasies, 
Master of Magic was an incredibly 
addictive experience... but nobody 
ever accused it of being originai. 
You could say that it borrowed a 
lot of elements from Sid Meier's 
Civilization, if by "borrowing" you 
meant "copied exactly and didn't 
really bother to hide it." Age of. 
Wonders is somewhat similar—it 
emulates many of the features of 
MicroProse's fantasy Civilization 
knock-off ruthlessly, but at least 
it's not shy about it. 

As with Master of Magic, you 
create a leader character, assign 
them a number of spell "spheres" 


"So, [Al problems are] | “...This game is really | "Magic can be decisive 
no biggies... still a | likeHOMM, but where! | in this game, 1 think, 
fantastic game. Just | can't get into НОММ, І | but in more subtle 
wish the Al for my | love this title. Weird." ways. It’s not just 
heroes would evaluate | —Fastroper 


another offensive battle 
weapon; it's both more 
and less than that...” 

— Mark Sterner 


(you can choose from water, air, 
earth, fire, life and death), and 
then research new spells as the 
game plays out. You move tactical 
units around on a strategic map, 
explore new areas, capture 
resources and cities, engage in 
diplomacy with other leaders, and 
fight battles against other stacks of 
units in a tactical mini-map mode. 
Magic is a key part of the 
appeal—it’s fun to play a wizard, 
and this game makes good use of 


a 
[3 


that knowledge. You can adjust the 
speed at which you discover new 
spells by allocating your more of 
your Mana production to research. 
It’s a pretty solid system that has 
the advantage of having been 
done (and tested) before, and it 
works very well here. 

The game does not have as many 
spells as it's role-model, but it does 
have quite a few—16 for each of the 
six spheres of magic, eight spells in 
the generic "Cosmos" sphere, plus 
an additional small assortment of 
secret spells not listed in the manu- 
al... there's hardly a shortage of 
mystical firepower. While there is 
some carry-over, for the most part 
the various spheres contain strongly 
differentiated offerings that can 
play a major role in your strategy. 
Air wizards excel at exploration, 
with spells such as Haste, Bird's Eye, 
and Freeze Water (which can allow 
units to cross bodies of water with- 
out the aid of boats). Death wiz- 
ards' skills lie in other areas—gener- 
ally those that involve hurting other 


creatures in nasty ways. 

Most spells can be cast from the 
strategic map (outside of tactical 
combat), but some of them are 
obviously intended to be used as 
such, and a few of them are per- 
manent. Water wizards can dra- 
matically alter the landscape with 
their Flood spell, air wizards can 
harass other players with Lightning 
Storms, earth wizards can create 
new mountain ranges with Raise 
Terrain. Casting spells is entertain- 
ing, but casting spells with drama 
is even more so. 

As strong as the similarities are, 
Age of Wonders is not Master of 
Magic 2. It lacks the building ele- 
ments (improving cities is a rela- 
tively simple process, and you 
can't build new cities at all). It also 
has more role-playing elements— 
you gain heroes in addition to reg- 
ular units, but your leader is physi- 
cally embodied on the map as a 
hero as well, and you can lose the 
game (actually this is an option) if 
she is killed. Is the game still deriv- 


[below] Automatic combat resolution is handy for those “sure thing" fights, but 
most of the time you will want to duke it out in tactical mode. 


[right] You will need either siege engines or units with wall breaching abilities 
to attack walled cities. 


BA тө uus | Wes] Rene | Leadon) 


[above] The scenario editor is intuitive, polished, and even briefly documented 
in the printed manual. 


[left] As with recent incarnations of the Heroes of Might and Magic series, your 
heroes have a paper doll inventory and can find magical items. 


ative? Of course. But at least it bor- 
rowed fun elements, and it repro- 
duced them well. Players looking 
for a 4X game may be a little dis- 
appointed, but if you are looking 
for a polished magic system and 
detailed tactical combat, this might 
be right up your alley. г 


Mix їп а bit of Warlords 

Age of Wonders is more than a 
mere clone of Master of Magic—it' s 
city improvement and economic 
System bear a more than passing 
resemblence to SSG's swords and 
sorcery strategy series. Building—or 
at least building anything other 
than units—tends to be either very 
streamlined or non-critical. You 
can't build new cities; instead you 
must force or cajole existing cities 
to join your cause. 

The matter of race relations 
comes into play here—even con- 
quered cities retain their original 
population, so an orc city captured 
by elves is still an orc city, albeit 
under the elves' banner. You can't 
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merely waltz a unit into an enemy 
city, conquer it, and then waltz out 
again. If the city's race doesn't like 
you (a quick look at either the city 
window or the race relations screen 
will tell you how they feel), they 
might revolt and revert to neutral 
status unless you keep some gar- 
risoned troops handy. You also 
have the option to migrate a new 
race in, ideally a race more sympa- 
thetic to your cause. This boosts 
your race relations with the incom- 
ing race, and severely harms your 
relations with the race that you 
tossed out of their homes. 

If the native race doesn’t hate 
you too badly (they might beat 
you up, but they wouldn’t spit on 
you when you were down), you can 
make a go at keeping them around 
and improving your diplomatic 
status with them. Various city 
improvements such as upgrades 
and fortifications make the inhab- 
iting race friendlier towards you, 
and you will be able to build that 
race’s unique units as well. Another 
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subtlety of the game’s diplomacy 
system will rear its head here—rela- 
tions between races and leaders are 
tracked separately, so it is possible 
to be at war with a leader whose 
people actually like you (all the 
more reason to oust him from 
power and claim his cities as your 
own). It’s a simple but compelling 
system that adds another strategic 
facet to the game. 

Cities are the foundation of the 
game's economy, which is also a bit 
like the Warlords games in its 
expansionist bent. Cities can be set 
to produce units, upgrades (which 
allow you to build better units; the 
number of upgrades a city can 
receive depends on its size), fortifi- 
cations, or merchandise. 
Merchandise increases that city’s 
base income per turn, and at times 
you will need it. At the start of many 
of the game’s scenarios (especially 
campaign scenarios) you will be los- 
ing money. Lose too much and your 
units (which have to be paid each 
tum) will start deserting. It’s a deli- 


ance that looks simple but actually 
isn’t, and you will need to build up 
infrastructure before you can start 
cranking out the troops. 

There are a few other Warlords 
nods mixed in as well. Many scenar- 
ios feature neutral adventure sites— 
lairs, ruins, and the like—that you 
can explore to uncover new units 
and magic items. Entering such a site 
drops you into a tactical battle map 
comprised of a randomly generated 
dungeon maze with a variety of 
nasty denizens... it’s rarely necessary 
to visit such sites, but it is a lot of 
fun. There is also an optional auto- 
matic combat system that is the spit- 


one-sided battles over with quickly. 

How does the Al compare? Pretty 
closely. Far better than even the 
post-patch flakiness of Master of 
Magic but not really close to the 
ruthlessness of Heroes of Might and 
Magic, this game’s Al is capable of 
giving you a run for your money 
but also tends to display some 
erratic behaviors at times. On Squire 
level (which the early campaign 
scenarios are set at) computer 
opponents are practically brain- 
dead. They will sit in their cities and 
do almost nothing, even failing to 
take back unguarded resources that 
you claim from them. On Lord level 
they are much more aggressive, but 
still have trouble pulling off coher- 
ent strategies at times. They have a 
tendency to shuffle back and forth 
between cities for no real obvious 
reason, and only rarely launch 
major blitzkriegs. Better strategic Al 
would have made for a better 
game, of course, but at least Age of 
Wonders’ Al doesn’t detract from 
the experience too badly. 
Fortunately the computer players 
do much better on the tactical 
maps—they may not always choose 
the right battles, but they fight well 
once they are in them. 

So is this just the fix that Warlords 
fans are looking for? Very likely it is. 
The scenarios tend to be closer to 
Master of Magic’s in scale, but the 
strategy has a strong SSG flavor. 


Add a pinch of Heroes 

of Might and Magic 

Ironically, the game that Age of 
Wonders superficially resembles the 
most is actually the game that it 
mechanically resembles the least. 
The tactical battles are more like 


Peck 


[left] "We have come for your herring!” 


[above] City management is highly reminiscent of Warlords III. 


[below] The Relations screen shows your diplomatic status with both races 


and NPC leaders. 


1 
| 
Where it does mimic the New | 
World Computing's games fairly | 
closely is in its role-playing ele- ! 
ments, but even in those respects — | 
there are differences. Heroes have | 
stats and skills and a paper-doll | 
inventory, but you don’t hire them | 
in towns—you have to find them on | 
the road. They also tend to be H 
fewer and farther between, though | 
fortunately you do not need to | 
have a hero leading each stack as I 
you do in Heroes of Might and | 
Magic. Furthermore, these heroes | 
are a lot more detailed, with | 
dozens of useful skills and spells to | 
pick up along the way. They fight | 
in battle like any other unit, and — | 
while they tend to be more power- | 
ful than your standard cannon fod- | 
der, they aren't as unbalanced as ! 
the heroes in Master of Magic were | 
(at least not without a lot of work). | 
Another similarity is in the | 
visual appeal of the game—Age ! 
of Wonders is beautiful to look | 
at. The game is rife with hand- | 
painted art that is consistently | 
good, and exploring is fun sim- | 
ply for exploration’s sake. Like | 
Heroes of Might and Magic III, | 
certain maps feature one and | 
sometimes two underground lay- ! 
| 

| 

| 

І 

| 


ability to create new tunnels. 

Unfortunately the graphics are 
not entirely a bed of roses—at reso- 
lutions above 640x480 the units 
can become a bit difficult to distin- 
guish, and some of them have a 
tendency to blend into the terrain. 
Somebody must have noticed this 
problem at some point during the 
game's half-decade development 
cycle, and it was certainly men- 
tioned after the release of the 
demo. It’s unfortunate that nothing 
was done to address the issue, 
since it is very possibly the game's 
most prominent flaw. 

Speaking of confusion, the cam- 
paign missions objectives can 
sometimes be a bit vague as well. 
You can access your briefing, but 
even there they are not spelled out 
in black and white, and at times 
you may be uncertain what you are 
trying to accomplish. 

All in all, comparisons with Heroes 
of Might and Magic tum up more 
similarities than differences, and just 
because you like one of these games 
doesn’t mean you will like the other. 
Age of Wonders lacks the “beer and 
pretzel” appeal that New World’s 
games have, and its complexity is a 
virtue only if that happens to be 
what you are looking for in a game. 


Stir for five years 

So exactly what kind of cake are 
we looking at here? With as many 
long delays and patchwork ingre- 
dients as this game has seen, it’s 
surprising that it still exists at all. 
Even more surprising is that it’s 
actually fun, and manages at least 
to be at least the equal of it’s 
source material a good portion of 
the time. It may not be original, 
and it may not be flawless, but it 


3 ting image of the one from Warlords Master of Magic, the city improve- ers, and some units even have the | certainly tastes fun. —Ben Sones 

& II Deluxe. You can often get better ment is more like Warlords, the 

= results by fighting battles out on the : exploration is а bit closer to the  к-——-——-—--—---—----—---------—-—— ------------_-------------——-——— 
5 tactical map, but the automatic res- mark, if a little more sparse in Join the discussion at www.cdmag.com/cgi-bin/WebX?13@@.ee6b3db 
= olution option is handy for getting terms of goodies to discover. Download the demo from www.cdmag.com/articles/024/044/age_wonders_demo.html 
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ET one Great urnace Ta d yet from those flames 


No light but rather darkness visible’ 


-Para dise Lost 


Utilizes an enhanced version of the Unreal Tournament engine. 
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Wonderfully researched, highly 


System lockups, poor character model- 
detailed storyline. 


ing and clunky 3D navigation. 


[above] This scene is classic Agatha Christie debriefing. 
I far left] As he says а la Bond, "Knight, Gabe Knight". 
left] Grace Nakimura, despite the Crawford brows, is the master of analysis. 


abriel Knight 3: 
lood of the Sacred Blood 
f the Damned 


Jane Jensen paints mystery and mayhem in the south of France 


ancient German Ritter line. It 
walked away with Best Adventure 
of the Year awards in most circles 
as did its 1996 sequel, The Beast 
Within, a full motion video (FMV) 
release. Most would agree that 


is somewhat devoid of these 
Shadow Hunters—members of an 
ancient order of knight visionaries 
whose mission it is to render the 
forces of evil powerless. One excep- 
tion? Gabriel Knight. 


dark shadow-like figure moves i 
ls the garage, pouring | 
motor oil into your bags of | 
Rabbit Chow. You clearly see the | 
trails of oil puddling toward the | 
electronic door. As the door opens, | 
you make out someone, something | although the FMV facet of the 
unearthly chewing your whitewalls. | Gabriel and Sierra, | game was limited in its success, 
| 
| 
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You try to reach it, try to stop it | the roots the other production values, not | upper] Abbé Arnaud knows more than 

from its raging path of destruction, | In 1994, there had been few graphic | the least of which is returning | we suspect. 

but you ате їп a state of slomo. It | adventures that drew upon the author Jensen's marvelous handi- ! [lower] Gabriel had to ride the pendu- 

slips away and you can see the door | themes of duality and good and i 

close slowly as the odor of Castrol | evil in any real, classical sense. | 

and rubber permeates your senses. | Along came Jane Jensen, who 

A rabbit sneezes. You wake in a | brought to Sierra Online the begin- 

cold sweat. A vision! But what does ! ning of a series unlike anything 

it mean? Will the schattenjágers | they had ever published before. 

among you please raise your H Gabriel Knight: Sins of the Fathers 

hands? No? Then perhaps the world ! introduces us to the writer and self- 
j proclaimed gumshoe from New 

Orleans, who won the hearts of 

adventure gamers everywhere with 

his southem drawl, air of machismo 

and tight jeans. 

Gabriel Knight was born in 
1960, orphaned early on, and was 
raised by his paternal grandmoth- 
er. Sins of the Fathers is a 2D 
graphical adventure detailing the 
emergence of Gabriel as a schat- 
tenjáger and member of the 


work, catapulted the series toward | lum to arrive in that pit. 


GENRE: adventure 
PUBLISHER sierra 
REQUIREMENTS pentium 
166, 32MB RAM, 3D Accelerator (Or 
Pentium 233 without 3D card) 


MULTIPLAYER None 
RATINGS 


Lady Howard is not dead, she's simply being lazy. 
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[upper] | see water, er, acid in your future. 


[lower] Jean, the desk clerk, speaks with a French accent. Why don’t all of the natives? 


its second round of awards. Both 
titles highlight Gabriel in a semi- 
Grecian “flawed hero” role, and 
both advance his relationship with 
his assistant, Grace Nakimura, and 
his oldest friend, Detective 
Franklin Mosely from the New 
Orleans Police Department. 

Finally, as the Knight watchmen 
pace, about three years after its 
announcement, Gabriel Knight 3: 
Blood of the Sacred, Blood of the 
Damned oozes onto store shelves 
in time for the holiday season. A 
roller coaster of highs and lows, 
the game will provide motivation 
for you to raise your arms in awe 
and wonderment, and to bang 
your head against a brick wall— 
sometimes both at once. As for 
Jensen, however, she has never 
been in better form. 


Is it live, or is it Jensen-ex? 
Awhile after the game was 
announced, Sierra revealed that the 
story would have a connection with 
vampires. Well, yes, that is more or 
less true, but there is a whole lot 
more involved here. Scholars of reli- 
gious enigma and the occult will 
tell you that the Languedoc region 
in the south of France is one of the 
richest sources of the remnants of 
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ancient and medieval mystery. 
Gabriel Knight 3 is set primarily in 
and around the village of Rennes- 
le-Chateau, where in the late 1800s 
Berenger Sauniere, a poor parish 
priest, uncovered some ancient 
parchments containing peculiar 
ciphers and codes. After this dis- 
covery, he somehow managed to 
stockpile a good deal of pocket 
change. With it he built up the 
region, restoring the local church of 
St. Mary Magdalen and construct- 
ing an imposing structure, the Tour 
Magdala. In 1917, he died, leaving 
the secret of the parchments to his 
housekeeper, whose subsequent 
stroke rendered her unable to reveal 
the source of his wealth. 
Between her visit to Rennes-le- 
Chateau and what had to be three 
billion hours of research, Jensen 
has taken an amazing wealth of 
historical and lore-based material 
and provided us with a great deal 
of insight about the multifaceted 
mystery of the Languedoc region. 
The groups involved include the 
Merovingians, the Cathars, the 
Visigoths, and the Knights 
Templar, the latter of which has 
appeared rather often in adventure 
games, most notably in the Broken 
Sword series. Nothing that has 


gone before, however, gives us a 
more complete and well-docu- 
mented vision of the relationship 
between these groups. Jensen also 
explores the consanguinity 
between the organization of 
Freemasons and the Knights 
Templar. If you were hoping for a 
horror-movie-esque vampire 
extravaganza loaded with grisly 
scenes of fangs and blood, you 
will not find it here. 


It’s about the blood 

Blood does come into play here, 
although not in the way you might 
imagine. The story takes a very 
controversial peek at the possibility 
that Jesus Christ reproduced and 
that his bloodline remains trace- 
able throughout the thousands of 
years following his death. There are 
many suppositions and several 
scenes to which conservative 
Christians will take dire exception. 
We should applaud Jensen and 
Sierra for risking offending the 
large group of fundamentalists for 
whom the King James Bible pro- 
vides the definitive (although open 
to interpretation) Christian con- 
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[upper] Madeline Buchane, sexy and poorly clipped. 


struct. The intention is certainly not 
to offend or shock, but to offer 
knowledge of the alternative view- 
points and speculation that have 
existed for eons. 

The scope of the material 
involved is overwhelming, but 
Jensen has managed to filter it 
beautifully, dissecting the codes, 
riddles and enigmas into logically 
palatable pieces well suited to the 
comprehension of the casual and 
not-so-casual gamer. Her picture is 
far from complete if you care to 
compare it with the tomes of histo- 
rians and scholars of that period, 
but it cannot be complete. It would 
be ludicrous to imagine that a 
computer game might be able to 
paint a comprehensive portrait 
with all of the shading. Jensen has 
masterfully captured the spirit of 
the mystery of Rennes-Le-Chateau, 
and mixed it with the fiction of her 
Gabriel Knight universe as Gabe 
attempts to solve a kidnapping 
mystery and becomes involved in 
something much, much deeper. 
Unfortunately, her historic vision 
does not manage to overcome 
many of the other game elements. 


[lower] Could this be Wilkes? Or Tom Selleck? You decide. 
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Grace is enveloped by a laser 
pentagram. 


Exposition, dialogue, 

and direction 

As in Sins of the Fathers an in-box 
comic book provides most of the 
backstory of Gabriel Knight 3. Some 
might argue that this is all well and 
good, but it seems that most 
gamers plunk down some cash, 
rush home and grab only the CD 
from the box. Knowing that there is 
generally no plastic yo-yo includ- 
ed, they install it with little regard 
for documentation. We read the 
manual only if we have to. In this 
case, you will be thrust into a story 
that assumes you know a lot more 
than you actually do. More animat- 
ed exposition is needed. Grace and 
Mosely are back, but there is little 
explanation as to their identities 
and history with Gabriel. Players 
that are unfamiliar with the series 
will have the sense is that they have 
stepped into a soap opera during 
mid-season. Read the documenta- 
tion. It will help. 

While the grand premise is 
extraordinarily good, the dramatic 
building blocks suffer. This is evi- 
dent mostly in the dialogue. The 
problems lie partially in the dia- 
logue itself—especially the casual 
dialogue—and partially in the voice 
acting. When the characters inter- 
act and offer one another exposi- 
tion about the history of the area 
and pieces of the mystery, it is very 
interesting indeed. When they ban- 
ter, it is often painful. The dialogue 
intended to be humorous simply 
isn't, with few exceptions. (A smile 
might appear when two thugs 
appear and threaten their target 
with the phrase, "We're Scots, God 
help ye!") Gabriel has not lost his 
penchant for sexist remarks, which 
we buy because it is part of who he 
is, but the orifice jokes, well..."Glad 
to see you haven't lost your butt- 
stupid sense of humor,” says 
Mosely. You'll probably wish he 
had. "Why don't you go write some 
dialogue, smartass, and get it out 
of your system?" asks Mosely. Well 
someone should have taken the 
dialogue in hand. You'll find your- 
self wondering if Jensen, in addi- 
tion to heading up the story and 
game design, actually wrote the 
dialogue as well. It's more comfort- 
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She's not waving, she's inspecting 
her nails. 


ing to think that she didn't. 

The cast of characters offers 
quite a range of uneven perfor- 
mances. Tim Curry reprises his role 
as Gabriel, and while some might 
find his drawn-out, slow drawl 
engaging, most will find it 
becomes quickly tiresome. Charity 
James does a very nice job as Grace 
Nakimura, and you could swear 
that David A. Thomas Jr.'s Mosely is 
a grand imitation of Randy Quaid 
in the National Lampoon film series 
(which can be good or bad, 
depending on your point of refer- 
ence). As for the group of Agatha- 
Christie-esque suspects, John de 
Lancie is excellent as the master of 
the vineyard, Montreaux; but 
Samantha Eggar as actress Lady 
Howard goes way too over-the-top 
in her depiction of a British Grand 
Dame of the Theatre. 


3D engine—worth the effort? 
Since there is such a plethora of 
action-adventures that permeate 
today's market, someone thought 
that it would be a good idea to 
place this story in a 3D environ- 
ment. The 3D world enables the 
player to inspect the surroundings 
with several different camera 
angles, and also to solve puzzles 
that require alternate views of the 
environment. These include things 
like hiding behind trees or being 
able to see actions that would nor- 
mally be out of eyeshot with 
respect to the character's physical 
position. In theory, this is a good 
idea. The execution, however, is far 
from stellar. 

The 3D character modeling and 
animation are kludgy and awk- 
ward, and the ambient movement 
is very annoying. One of the best 
examples of this is how tour guide 
Madeline Buthane consistently 
looks toward and away from her 
fingemails, and time and again 
thrusts her hand directly through 
her neck. The character portraits 
are blocky and lack subtlety and 
detail. Pathing and navigation are 
halting and jerky, especially left 
and right rotation, and characters 
often walk toward the place that 
the person with whom they are try- 
ing to communicate has just vacat- 
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The Church of Mary Magdalen—way 
more than meets the eye. 


ed. The backgrounds, however, 
fare a bit better than the characters 
as far as detail, and there are some 
very nice and realistic touches in 
the architectural representation. 

Toward the endgame, a lot of 
the story revelation is presented in 
what appears to be concept art. It 
makes one wonder whether that 
was a stylistic choice, or whether it 
was simply too difficult or time- 
consuming to animate. 

While it is certainly true that 
subtle detail is difficult to accom- 
plish in 3D, so many games are 
doing it very well. This 3D engine 
needs to live up to the competition, 
and sadly does not. 


Meet SIDNEY 
Presented as a point-based mys- 
tery in three acts, the game is lin- 
ear in that you must complete X 
number of tasks per time segment 
in order to advance the timeline. 
The order in which you do this is 
not crucial, however (although 
sometimes you will miss out on 
gaining clues and points if you 
"miss" overhearing a conversation 
or viewing an encounter). You 
may approach the mystery in 
many different ways, and will feel 
a sense of freedom to explore as 
you will. As in The Beast Within, 
you alternate between Gabriel's 
perspective, and Grace's. 
Although a few puzzle 
sequences appear to be included 
merely to lengthen the game 
(most notably one in which you 
follow a chambermaid around 
from room to room, repetitively 
opening door locks), the balance 
of the activity takes the form of 
gathering information from other 
characters, and analyzing clues. 
There are a few technical devices 
that are crucial to solving the 
mystery, among them a finger- 
print kit, a geographical locator 
and a pair of binoculars. These 
are cleverly designed and fun to 
interact with. Most interesting, 
however is SIDNEY, the 
Schattenjáger Information 
Database. You will use this desk- 
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A chess puzzle? Don't worry, it's 
"organic." 


top computer primarily as Grace, 
and input and analyze data, 
spending a fair amount of game 
time staring at its screen. 
Although this activity is a bit stat- 
ic, the information gleaned from 
analyzing the Rennes-de-Chateau 
enigma via immersion in explor- 
ing geometry and maps is fasci- 
nating. The SIDNEY encounters 
advance the plot by alerting you 
about the existence of additional 
locations that you must explore as 
the game progresses. You may 
blurt out an occasional "huh?" 
about puzzles that are hackneyed 
(build a disguise out of these 4 
elements), or obscure 
("Separation H"—it shrinks the 
painful swelling and itching of 
windowsill flare-up). And you 
might quibble near endgame at 
the inclusion of a chess puzzle 
(7th Guest haters beware), but 
will find that it directly relates to 
a portion of the mystery that has 
to do with the floor of the Church 
of Mary Magdalen. 

As is usual in Sierra adventures, a 
hint system is available (albeit 
intermittently) for times when the 
going gets tough, and there is also 
a well written Prima Strategy Guide. 


What makes a 

game worthwhile? 

Before you rush out to buy this 
product, you need to decide what 
game elements are most impor- 
tant to you. If you are looking for 
believable characters, good acting 
and dialogue, lots of bloody, hor- 
ror-style vampire action, and a 
nice looking, smooth 3D engine, 
you'll want to look elsewhere. If, 
on the other hand, you are a his- 
tory buff entertained by a more 
thoughtful experience, have the 
desire to play master sleuth, or 
really have a thing for Tim Curry 
and the Gabriel Knight series, give 
this a try. 

In either case, you will have to 
extend kudos to Jane Jensen for 
offering us a well-researched 
thought provoking trip into the 
darker side of reality. —Cindy Yans 


Join the discussion at www.cdmag.com/cqi-bin/WebX?13@" 0@.ee6e532/106 
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Death can strike anyone. 


For the right price. 


You never know when death will come—unless you make a few special 
arrangements. Because once the Hitman takes your assignment, someone 
takes a bullet. It’s not a righteous way of life, but we all have to make a living. 
Even if it means making a killing. 


* Unsurpassed 3D graphics, weapons modeling and character movement. 

* Full access to black market weapons, supplies and personnel. 

e Stunning cities of the world rendered with superb accuracy. 

* Al that defines the genre of the thinking shooter. 

* First or third-person view with custom cameras. 

• Stunning cinematic visuals and plots. ee uu 
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The Wheel of Time 


| UPSIDE 


It's beautiful, very atmospheric, and і 
well-crafted. 1 
l 
| 


DOWNSIDE. 


Some performance issues, combat 
might be too frenzied for its own good. 


[above] Some very nasty critters await 
you in Shadar Logoth late in the game. 


left] The game features a lot of fairly 
complex architecture, realistically 
presented. 


Legend tackles epic fantasy with an Epic engine 


obert Jordan's The Wheel of | 

R Time books might be today’s | 
answer to Tolkien—a vaguely — | 
postmodern tapestry of epic con- ! 
flict, ancient evil, and good old- ! 
fashioned swords & sorcery. Like і 
The Lord оў the Rings, Jordan's ! 
books encompass the fate of the | 
world, characters of giant stature, 1 
and the rise and fall of nations. ! 
And also like Tolkein’s work, Н 
Jordan's world defies being shoe- — i 
horned into something as confining | 
as a computer game. Surprise! They | 
did it anyway. And, mirabile dieu, | 
it damn near works. | 
і 

i 


Ages come and pass... 
Give Legend Entertainment credit— | 
its The Wheel of Time game does a | 
damn fine job of capturing the look ! 
and feel of its source material. If 
you can find a better-looking 
game using the Unreal engine, it | 
probably hasn’t been published i 
yet. Visuals are subjective, of | 
course, but the way Legend’s | 
artists and architects have present- | 
ed their interpretation of Jordan’s | 
world seems very polished, con- | 
| 
| 


GENRE: зр shooter 
“PUBLISHER cr mteractive 


REQUIREMENTS Pentium 
200, 32MB RAM 
MULTIPLAYER 2-16 players; 
Internet, LAN 

RATINGS 


vincing, and authentic. It's also 
flat-out stunning in many places. If 
you've read the books, you should 
be very pleased at the way the 
game portrays Tar Valon, Shadar 
Logoth, the Blight, and other 
Jordanesque settings. If you don't 
know a Trolloc from the Amyrlin 
Seat, you should at least be able to 
marvel at Legend's incredible use 
of textures and the realistic archi- 
tecture of the game's structures. 
The characters aren't as impressive, 
but they're certainly better than 
the average 3D-shooter fodder. 

Make no mistake—this is a 
shooter. A fairly difficult, fast- 
paced shooter at that. It's not 
quite as frenetic as Unreal 
Tournament or Quake IIl Arena, but 
it's no Thief, either. There are no 
RPG elements in the game, no 
character development, and few 
problem-solving options other 
than main force. There is a story, 
and it's a damn good one, but it's 
told via cutscenes rather than inte- 
grated into the actual game. 
Where The Wheel of Time sets itself 
apart from other shooters is in the 
subtlety and nuance of its combat. 
Rather than having a small selec- 
tion of weapons or spell, the game 
features dozens of artifacts, called 
ter'angreal, which generate effects 
varying from fireballs to teleporta- 
tion. Fighting effectively means 
choosing the right artifact for the 
right situation, and using it at the 
right time. 

In theory it's a great system. Every 
artifact effect has a counter of some 


THE BUZZ ОШООО 


"It's just hard enough to frustrate me but I'm constantly reloading...” 
—JC Fedorczyk 


"WOT is a fps with a well-told story and many new twists, wrinkles and 
turns on the fps genre. In short, WOT is an exciting, atmospheric adventure 
told in the FPS style." —chrisd 


The Trollocs are evil creatures, bred from a mix of humans and animals... 
kinda like TV talk-show hosts. 


sort, whether directly (as in a shield) 
or indirectly (as in the very nifty 
"swap places" effect). In practice, 
it's a bit problematic. Despite the 
excellent work that Legend has done 
with the Unreal and Unreal 
Tournament code base, the engine 
still has trouble when more than а 


Add in the fancy visual effects for 
spells and you're guaranteed some 
serious slowdown in the heat of bat- 
tle. That sort of slow sown makes it 
difficult to master the precise timing 
you need to exploit the game's com- 
bat nuances, and all too often things 
revert to a test of how fast you can 


handful of characters are on screen. 


fireball something. When you add in 
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This may be a chapel, but there’s not 
much holy going on here. 


the inevitable Intemet lag during 
online play, it gets even worse. Still, 
the idea is sound, and many times it 
works as advertised. At those times, 
it's very, very satisfying. 


Blood and ashes 

The context for all of this mayhem 
is a solid and compelling story 
that’s set before the events detailed 
in Jordan’s fantasy novels. The 
intro should provide those unfamil- 
iar with the books enough informa- 
tion to understand what follows, 
but you'll have a definite leg up if 
you've read at least some of the 
books. Mostly it involves the seals 
that the ancient Aes Sedai set on 
the Dark One’s prison, and the 
attempts by various factions to 


[clockwise from top left] In the bowels оў 
the White Tower... looks like trouble. 


Sometimes the architecture is just 
fabulous, as in this secret 
Whitecloak hideaway. 


Outdoor areas are the least attractive 
in the game, but are still passable. 


obtain them for their own nefarious 
purposes. There are four factions at 
work here: your own, the Aes Sedai, 
who are the equivalent of wizards; 
one of the Forsaken, a disciple of 
the Dark One; the Whitecloaks, a 
military order ostensibly devoted 
to the Light but hating Aes Sedai; 
and the Hound, about whom you'll 
learn as the game progresses. 

You don't need to know any of it 
to play the game, which is pretty 
straightforward. The solo game is 
made up of a series of 15 missions, 
played out over 19 levels, with some 
overlapping of locations. Several 
missions have multiple parts in the 
same general area, and there are a 
fair number of environmental puz- 
zles like locked doors, unbridgeable 


Combat in such opulent surround- 
ings sometimes seems, well, gauche. 


Stopping to marvel at the carpentry 
can get you killed. 


Killing a Myrdraal isn't easy, but it is 
very satisfying. 


gaps, and watery tunnels. Mostly, 
though, it's a matter of finding 
ter'angreal and using them to blast 
enemies. Some missions have more 
elaborate goals, like defending an 
area or retrieving objects, but they 
all involve combat. Lots of combat. 
Heaps and heaps of combat. It also 
involves more ter'angreal than ever 
show up in Jordan's books, but 
that's the price you pay for adapt- 
ing a very complex work of fiction 
for the computer. 

Anyone familiar with most mod- 


1 em 3D shooters should have little 


trouble getting the hang of things 
here. With the exception of a use 
key and a crouch mode, the con- 
trols are standard, and fully con- 
figurable. Circle strafing, especially 
with the chain lightning artifact, is 
still useful, and dodging remains a 
time-honored and effective way of 
avoiding enemy fire. The action is 
fast, maybe too fast. Sometimes the 


The game features some of the most 
sumptuous interiors ever in a 3D shooter. 


speed of combat is at odds with the 
theme and characters of the game. 
Aes Sedai, for instance, are sup- 
posed to act with a stately grace, 
terrible and implacable when 
angered but almost never flus- 
tered. In The Wheel of Time, 
though, opposing Black Ajah sisters 
run around like flustered Skaarj... 
er, chickens, thoroughly shedding 
their dignity and losing any sort of 
connection to the fiction. 
Everything moves fast, from 
Whitecloak soldiers to malformed 
Trollocs to the mist of Mordeth. 
There are times when you'd prefer 
to ponder your next move and 
choose the proper ter'angreal, but 
instead have to just fireball every- 
thing in sight just to survive. 


Death is lighter 

than a feather... 

Combat is fun, though, most of the 
time. The spell effects range from 
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spectacular to pedestrian, and the 
lighting model seems very good 
and balefire makes for quite a 
show. Be prepared to die a lot; this 
is a very hard game, especially if 
you are not an ace shooter player. 
If you come to this because of an 
interest in the subject matter but 
aren't a big fan of 3D action 
games, you're going to be frustrat- 
ed by the difficulty of the combat. 
Multiple spell-casting enemies, 
melee and missile-weapon using 
foes in tandem, Myrdraal that fade 
away into shadows and reappear— 
all of these things are difficult 
alone, and when the game throws 
them at you all together they can 


trated by the relative paucity of 
effective direct-damage spells, 
and unlikely to want to fiddle 
around with the rock-paper-scis- 
sors subtleties of the game's 
weapons. 

And that's the game's biggest 
flaw, perhaps. It's neither a pure 
shooter, nor a pure adventure, but 
rather a shooter with just enough 
distractions to tick off the hard- 
core and way too much death- 
matching to appeal to the casual 
gamer who happens to be a Jordan 
fan. If your tastes are fairly 
catholic, and you have a high tol- 
erance for action, the game should 
be quite compelling. If you just 


The character models aren’t the best, but the textures are great. 


be overwhelming. Add to that all of 
the fire-and-forget hunter-killer 
spells in the game and you have a 
recipe for hair-pulling that would 
make Nynaeve proud. 

There is a lot of adrenaline- 
pumping excitement here 
nonetheless. Roaming the halls of a 
besieged White Tower, battling 
Trollocs and Fades—that's the stuff 
of Legends, indeed. Sometimes the 
biggest hazard to your health is 
stopping to gawk at the wonderful 
visuals, which are generally 
superb. Whether running through 
the Ways, pursued by the Black 
Wind, or creeping through a terri- 
fyingly rendered Shadar Logoth, 
you'll get your gold pieces' worth 
of thrills. Just be sure to save 
often. A lot of the levels feature 
devilish traps, which are often 
impossible to avoid, but there are 
few actual puzzles to sidetrack 
you. Still, the game has enough 
deviations from the pure shooter 
formula to distress fans of 
straight-up fighting. Dyed in the 
wool Quakers are likely to be frus- 


want to stroll through a 3D rendi- 


Time books, better be prepared to 
use God mode a lot. Oh, and be 
sure to have a system well beyond 
the minimum specs; this is not a 
game you want to run on à 
Pentium 200. 


Time to dance with 

Jak o' the Shadows 

Ultimately, what sets this game 
apart from the rest isn't its graphics, 
or its single-player game, but its 
multiplayer mode. In addition to the 
now-required deathmatch or Arena 
game, there's the Citadel game. 
When it clicks, it's perhaps one of 
the most entertaining team games 
on the planet. From two to four 
teams defend citadels, which are 
small levels with lots of stairs, corri- 
dors, and doorways. Each citadel 
contains one or more seals, and the 
object is to take the other teams’ 
seals and return them to your own 
base. Unlike capture the flag games, 
though, you can defend your base 
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tion of locations from The Wheel of 


obstacles, ranging from pits to 
spikes to monsters. Placing traps 
and obstacles like firewalls and bar- 
riers is a game unto itself, and 
assaulting a well-defended citadel is 
a tremendous challenge. 

Of course, like all multiplayer 
games, the Citadel game is only as 
good as the players and the con- 
nection. On the technical side, it 
plays well enough with an average 
56k connection, and quite smooth- 
ly оп а TI. Things get choppy when 
a lot of players are on screen at 
once fighting, but that happens in 
offline play as well. On the player 
side, well, it's as variable as you 
might expect. There have only been 
a handful of servers running 
according to the built-in server 
browser, so finding a Citadel game 
to join can be difficult. Once in, 
there are a few glitches that can 
leave you perpetually waiting for a 
game to start, but generally things 
go pretty smoothly. Once play 
starts, you quickly forget any has- 
sles in the thrill of fast-pace attack 
and defense. 

As good as the Citadel game is, 
it's not perfect. There are way too 
many Seeker ter'angreal, meaning 
that 90% of all kills come from 
these guided missile-like spells. 
They should expire after time, per- 
haps, or at least be a lot rarer. 
Balefire, which in the books is the 
equivalent of a nuclear weapon 
and nerve gas rolled into one, is 
nearly impossible to use effectively 
online, as any latency at all renders 
it very unlikely to hit anything. 
Mostly, though, any flaws in the 
game come from the other players, 
who all too often can't figure out 
that teamwork is necessary to 
breach a defended citadel. Ah well, 
we know the Web is the home of 
the least common denominator, so 
why bemoan the obvious? 


Blessed be the name 

of the Lord Dragon 

Taken as a package—solo game, 
multiplayer, editor—The Wheel of 
Time is a success. It isn't com- 
pletely consistent, nor is it consis- 
tently complete. It is, however, 
very good-looking, technically 
polished, and eminently function- 
al. The only real technical caveats 
are the usual ones associated with 
the Unreal engine, namely, that 
3dfx cards work better than other 
solutions (though an improved 
D3D patch is now available), and 
that two enemies on screen at 
once is one too many. The game is 
also quite entertaining, whether 
you're a Jordan fan or not. The 
one unequivocal downside is the 
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substandard animation and mod- 
eling in the cutscenes. While the 
acting and writing is superb in the 
movies, you have to wonder why 
they just didn’t go ahead and do 
them in the game engine, which 
looks oh so much better than what 
you see between levels now. 

The Wheel of Time won't rewrite 
the history of 3D shooters, but it’s 
by far the best Unreal-engined 
game to come out since the origi- 
nal, at least until Unreal 
Tournament (which arrived just 
after this was written... -ed.). It 
stays reasonably close to Jordan’s 
background material, it offers 
solid combat action, and an 
excellent multiplayer game. It also 
looks and sounds fantastic. You 
can't help but wish Legend had 
stuck closer to either the action or 
the adventure side of things, 
though, as the balance between 
the two seems sometimes awk- 
ward. Yet while we still await a 
true RPG or adventure game set in 
this milieu, what we have is well 
worth buying. Lews Therin 
Telamon himself would be proud 
(then he'd kill you, but hey, that's 
the price of being the Dragon I 
guess). —Robert Mayer 


[top] The White Tower of Tar Valon, 
where you begin your quest. 


[bottom] Several times you'll have 
allies, especially in multiplayer 
games; here a Warder defends your 
honor to the death. 
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ос 6 points of bludgronig апты 


was a venerated mage among 

the people of the Empyrean 
empire, doing arcane research into 
dimensional travel. (Nice work, if 
you can get it.) Unfortunately, he 
opened a portal to exactly the 
wrong realm, and unleashed a 
plague of intelligent and mon- 
strous insects on his homeland of 
Dereth. In panic, he created more 
portals to whisk his people to safe- 
ty, but in the process spawned 
unpredictable rifts to a human 
world called Ispar. People from this 
world began to trickle into Dereth, 
only to be enslaved by the con- 
quering Olthoi. Eventually, Asheron 
helped a band of warriors to defeat 
the Olthoi queen and then vanished | 
into legend, leaving the three cul- 
tures of Ispar to build their cities 
anew in this alien land. 

Thus begins the tale of Asheron’s 
Call, as players take on the role of 
humans summoned from Ispar 
through the still-functional gate- 
ways. The new human outposts in 
Dereth are still small, and perpetual- 
ly plagued by native creatures and 


p: poor Asheron. Years ago, he 
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GENRE крс | 
PUBLISHER microsoft | 
REQUIREMENTS pentium | 

| 


166, 32MB RAM, Internet access 


MULTIPLAYER massively 


multiplayer; Internet 


RATINGS 


Asheron’ 


Bring me the head of the Olthoi queen 


s WES UPSIDE | 
M Y 
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с Call 


other monsters summoned іп by 
Asheron’s blunder, but humanity is 
nonetheless faring well. Adventurers 
are always welcome in a frontier 
land like this, and quests abound 
for the brave of heart. Of course, a 
lot of unanswered questions still 
remain, not the least of which is 
what happened to Asheron and the 
people of the Empyrean. But bit-by- 
bit, these puzzles will eventually... 
probably... be unraveled. 

Hold on, “probably”? In the 
massively multiplayer genre, where 
game worlds are generally static 
and all the necessary answers have 
been pre-generated and placed 
somewhere for a questing adven- 
turer to find, “probably” is not a 
common word. Asheron, however, 
promises something a little differ- 
ent—an ongoing story arc which 
allows the player population to 
affect world events and the re-dis- 
covery of Dereth’s history. 
Unfortunately, while this sounds 
ike the Holy Grail of online role- 
playing, its implementation is 
impossible to gauge until the story 
has had a chance to unfold. So for 
the purposes of this review, we'll be 
treating Asheron as a static game- 
world, and quietly hoping like blazes 
that they stand behind their promise 
of a truly evolving, epic tale. 


Aye, candy 

Now, MUD and MOO fans every- 
where will tell you that a truly well- 
designed and interesting online 
gameworld can succeed without 
cutting-edge graphics. And they 


A gorgeous, adventure-filled, 
contiguous 3D gameworld... with plot! 


“An excellent pure 
Ап excellent purchas 


DOWNSIDE 


Some play balance, pathfinding and 
combat hassles. 


[above] Unless you take the Assess Creature skill, you won’t know your 


enemies’ strength. 


[left] Aluvian towns resemble medieval villages. 


[below left] Towns are the natural hubs for mingling with other adventurers. 


[below right] This place is just creeeeepy. 


THE BUZZ 


“Not sure why, entirely, but I’m currently addicted.” 
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| may be right, from а certain niche 

| market standpoint. But the fact 

| remains that most players, even 

| those of us who grew up stealing 

| school dial-in time to play Colossal 
! Cave Adventure, have an insatiable 
| appetite for eye candy. Okay, so it 

| may Бе а vice, but it’s not one we 

| feel like giving up, and we therefore 
| expect bigger and sweeter portions 
! out of each new game purchase. 

! The continent of Dereth is an 

| eye-candy smorgasbord of lush 

| geographic regions, from trackless 
| deserts and rolling green hills to 

| snow-covered peaks and waist- 

| deep swamps. In addition to differ- 
| ent vegetation and other scenery 

j objects, each region also features a 
| 

1 


"I'm totally grooving оп it. | love the ‘completeness’ of the world. If you 
climb to a mountain peak and look out over miles and miles of terrain, and 
see the sea in the hazy distance... well, you can climb down that mountain 
and make your way to the shore. There are no arbitrary limits to the game.” 


—Jaded 


—Brian Rucker 


variety of animated environmental 
effects which help keep the world 
from seeming static—sandstorms 
spin harmlessly in the arid wastes, 
leaves fall in the forest, and geysers 
of vividly-hued luminescent gas 
make bog travel a visual pleasure. 
But the true glory of Asheron's 
landscape is invisible while travel- 
ing through the forest or butt-deep 
in the swamp. Only when you crest 
a hill or venture into the mountains 
do you get the full impact of the 
scene—unlike its closest competi- 
tor, EverQuest, Asheron offers a 
zone-free, contiguous world. This 
means that if you're walking: 
through the desert and see moun- 
tains rising in the distance, you'll 


о 
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be able to run all the way there and 
climb those mountains. Not sur- 
prisingly, it lends a very immersive 
feel to the gameworld, and pro- 
vides a real sense of “being there”. 
The drawback, of course, is gawk- 
ers’ danger—on more than one 
occasion, we ran into unforeseen 
trouble because we were spending 
more time looking at the scenery 
than at our handy little radar map. 
And if the landscape is excellent, 
the towns and dungeons are even 
better. Each culture has its own 
architectural and decorative style, 
so cities from different regions are 
wildly different in construction. Old 


Empyrean structures also still 
stand, and strange artifacts such as 
giant stone heads can be found 
throughout the world. The wonder- 
fully atmospheric “dungeons” are 
actually the best example of the 
designers’ creativity, ranging from 
abandoned temples and subter- 
ranean libraries to the more tradi- 
tional stone keeps and crypts. 

The characters who populate this 
world are also worthy of note, and 
apparently also of controversy. 
Some players are quite critical of the 
lightly textured, segmented charac- 
ter models, comparing them unfa- 
vorably to the more detailed models 
from EverQuest. True, the Asheron 
characters seem a bit cartoonish in 
some respects, but this is more than 
made up for by the customization 
options. In Asheron, individual faces 
can be built, police artist fashion, 
from kits of eyes, noses, mouths, 
and hairstyles. Eye, hair, and skin 
color can also be specified, and a 
wide range of hues are available for 
both clothing and armor pieces. 
Since the game’s segmented model 
system displays each character with 
exactly the items he or she has 
equipped, it’s a rare occasion 
indeed to see unintentional “twins”. 


The play’s the thing 
There’s a fairly standard gameplay 
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model for this type of RPG—create a 
character, venture out into the 
world, kill stuff, bring loot back to 
town, sell loot, buy better armor, 
venture back out into the world. 
It’s in the details, however, that 
each game can distinguish itself. 
Asheron is loaded with details. 
Characters can hail from any of 
Ispar's three races, and can choose 
from a variety of modified fantasy 
professions such as Blademaster (a 
warrior type), Life Mage (a cleric 
type), Vagabond (a thief), and so 
on. For those who prefer more direct 
control over their character’s stats, 
a custom class option is available. 


[above] Each dungeon has its own 
distinctive look. 


[right] This house spawns free shields. 


They just seem to bubble up out of 
the roof. 


This gives players a chance to create 
such odd combinations as a hand- 
to-hand martial artist or a noncom- 
batant trade-skills master. The lat- 
ter is particularly effective as a sec- 
ond, money-making character, 
since anyone with a combination of 
the alchemy, fletching, and cooking 
skills will find themselves very much 
in demand whenever someone 
wants enhanced arrows or wound- 
healing food. 
Combat, though, is still the meat 
and potatoes of this game, and 
players will find it slightly more 
complex than the systems of similar 
RPGs. To begin with, you won't see 
any of the standard orc-troll-drag- 
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| 
on fare of more traditional games. ! 
Dereth’s bestiary isa zoo of oddi- ! 
ties, and the lack of familiarity | 
adds an element of discovery to | 
any new battle—everyone knows | 
that dragons breathe fire, but the — | 
abilities of a blood shreth are, toan. | 
Asheron newcomer, a potentially | 
lethal surprise. | 
Once an enemy is selected, " 
players must balance the focus of | 
their attack between speed and | 
power, then select the aiming | 
height (low, middle, or high). | 
Although the first setting carries | 
over between combats, the second | 
must be chosen each time a new | 
enemy is attacked. Mages have а | 
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[left] The Direlands can get pretty 
weird. 


[below] It's hard not to notice when 
you gain a new level. 


similar decision to make, selecting 
and casting a spell from their list of 
researched incantations. 

The magic system is actually 
quite interesting, combining phys- 
ical components, spoken syllables, 
and gestures to create spell effects. 
Research must be done by each 
new mage to discover useful and 
workable combinations of compo- 
nents; other players are unlikely to 
assist with this information, 
because the more people who know 
a specific spell, the less overall 
power that spell will have. High- 
level mages, particularly, are jeal- 
ously protective of their formulas. 

Both combat and non-combat 
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i skills increase with use in Asheron. 


Skills and stats can also be manu- 
ally raised by spending accumulat- 
ed experience points to “buy” a 
point increase. In an interesting 
twist, experience points are spend- 
able the moment they're eamed— 
no waiting around for a new level 
before a skill can be increased. 
Levels do have one important 
effect, however, aside from a gen- 
eral gauge of character experience. 
For each level gained, a training 
point is eamed. These can be used 
to buy new skills which the charac- 
ter couldn't afford at the start of 
the game. Each skill, though, has a 
different training value, so it may 
only take two points to learn Assess 
Item, but twelve to pick up a new 
school of magic. 
Finally, Asheron's oddest feature 
is its structured allegiance system. 
Prospective leaders will try to whee- 
dle or bribe other players into join- 
ing them as vassals, often offering 
such incentives as training sessions 
for newbies, or rare magic weapon- 
ту for more advanced players. (The 
promise of an ice tachi or acid axe 
has lured more than one unaligned 
character into pledging their loyal- 
ty.) Once a follower has pledged, 
his or her patron receives an auto- 
matic "payout" of experience, 
based on the amount of experience 


earned by the vassal. Those follow- 
ers, in turn, can recruit vassals of 
their own, and gain extra experi- 
ence in the same manner. If this 
sounds like fantasy Amway, that’s 
exactly what it is. 


The gromnie in the ointment 
Ah, but of course perfect games are 
far rarer than drudge charms or rat 
tails, and while Asheron is an excel- 
lent, enjoyable, and attractive game, 
it does have its unfortunate peccadil- 
loes. Let's start with the pathfinding. 
Monsters in Asheron can be terri- 
bly unsophisticated when it comes 
to following their prey. In fact, one 
would be tempted to assume that 
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they are all either extremely near- 
sighted or just terminally preoccu- 
pied, in addition to being appropri- 
ately vicious. Once a beast decides 
to attack a hapless adventurer, it 
heads straight towards its target, 
brandishing weapons as applicable 
and usually growling or squealing. 
A daunting sight, yes, but not if 
there happens to be a major obsta- 
cle in the way. Growling and bran- 
dishing does little to inspire fear in 
the heart of a victim when the 
aggressor is plastered firmly against 
a wall and still trying to run. 

Of course, this would only be a 
matter of humor if it happened 
every time. Often, the pathfinding 
works properly... possibly even a 
little too well. Let that same adven- 
turer run frantically from a near- 
fatal encounter and wind through a 
maze of dungeon passages to 
escape his tormenter, then lie down 
in a desperate bid to regain health 
and stamina, and that same mon- 
ster will miraculously thread the 
maze and whack Our Hero in the 
head as he struggles to stand up. 
Unpredictability breeds frustration. 

Then there's the small matter of 
the randomly unreliable combat 
controls. Sometimes, when target- 
ing a monster for attack, the attack 
bar will fill up and then empty, but 
the character neither moves 
towards his prey nor launches an 
attack. This one-character labor 
strike is fairly rare, but its chances 
increase dramatically when you're 
trying to attack a second enemy 
just after dispatching the first. In 
that case, the character seems to be 
momentarily targeting the dead 
opponent, then transferring his or 
her attention (but not deadly 
intentions) to the live one. 

A few other minor issues seem to 
detract from the game’s overall 
experience, as well, such as the fact 
that money is fairly pointless after 
the first few levels have been 
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there's little to be purchased. A few 
coins here and there will keep play- 
ers supplied with healing kits and 
lockpicks, and magely types may 


COMPUTER GAMES 


achieved—it's simple to acquire апа | 


Lifestones allow you to set your resurrection point in any given town. 


have to spend a bit on spell and 
alchemical components, but by and 
large you end up accumulating a 
king's ransom fairly quickly and 
have little to spend it on. 

And there's nowhere to keep 
that ransom once you have it. 
Asheron has done away with the 
silly-yet-convenient convention of 
a global fantasy banking network, 
and offers no personal or guild res- 
idences for its players. So money is 
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[clockwise from top left] А contiguous 
world means that if you can see it, 
you can go there. 

A couple of mages recover mana 
after eradicating a wisp. 
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| stashed їп а backpack, and only 

| occasionally hauled out for the 

| purpose of buying quest items or 

| magic from other players. The 

| accumulation of Stuff is a poor idea 
| inthis game, as whatever you keep 
| you'll have to store in your own 

i pack. Many players, of course, 

| have created "mule" characters just 
| to carry their extra items, but this 

! seems an inelegant solution to a 

| vexing gameplay problem. 

| Finally, there’s the seemingly 

| 
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Portals like this lead all over the world of Dereth. 


arbitrary nature of enemy levels. 
Drudges, for example, are usually 
fairly easy to kill by a single char- 


; acter of equivalent level. But as 
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anyone who's ever tried to fight a 
same-level Barker Mosswart will tell 
you, doing that battle by yourself 
is a painful and often terminal 
experience. For the sake of consis- 
tency, both character and monster 
levels should give you an indica- 
tion of that entity's relative 
strength. At lower levels, this does 


A spellcaster/warrior combination 
makes fighting fun. 


Dying carries a temporary skills 
penalty... 


seem to be the case. But once play- 
ers hit about level 10 or 11, some of 
their counterpart opponents seem 
tougher and tougher to defeat in a 
"mano e monster" battle. 


So why rate it so highly? 

Because despite these annoyances, 
the game is an absolute blast. The 
environments range from nice to 
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stunning, the gameplay is addic- 
tive, the multi-part quests are 
interesting and often pay off in 
magical gear (instead of twenty 
experience points and a useless 
increase in some nebulous faction 
you never knew existed), and after 
two solid weeks of playing, the 
percentage of total terrain we've 
actually explored is still small com- 
pared to the entire map. 

When you go to bed at night 
(or, more precisely, in the wee 
hours of the morning) remember- 
ing the evening's victories and 
gloating over your new Green Mire 
Cuirass, dream about chasing ban- 
derlings out of your garage, get up 
and slog through the workday by 
planning your next adventure, 
then dash home to log back in, 
that's the true measure of worth in 
а game. Asheron’s Call, much like 
EverQuest and Ultima Online before 
it, will be a forge for new friend- 
ships, a reason to stock up on Jolt, 


| adestroyer of grade point aver- 
| ages, an excuse to get that second 


phone line, a leading cause of 
insomnia, and one of the biggest 
and most enjoyable time-wasters 
known to humankind. Cries of "just 
one more group of drudges... | 
need the experience" have herald- 
ed many postponed meals and 
bedtimes during this review. 

Add to that the underlying tech- 
nical stability of the game—aside 
from a few minor and easily avoid- 
ed inventory bugs and a bit of 
white speckling in the landscape, 
this game was more solid at the 
time of review than most massively 
multiplayer titles are after six 
months of updates—plus the gener- 
al lack of prime-time server lag and 
scarcity of disconnects, and you 
have a title which has more than 
earned its place among the big 
names of online RPG entertainment. 

And now, if you don’t mind, we 
need to get back to the dungeon. 
Just one more group of drudges, 
we swear. — Cindy Vanous 
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Neglecting the Church 
With regard to the cover line about 
me being “the creator of System 
Shock" [CGM 110]. For years I've 
tried to explain that | was the pro- 
ducer of that game, and while | 
was intimately involved in that 
game's creation, it would be the 
height of arrogance for me to claim 
"creation" credit. 

System Shock, like all game pro- 
jects, was an intensely collaborative 
process; so collaborative, in fact, 
that it might not be reasonable to 
give "creation" credit to any one 
individual. However, if such credit 
must be assigned to anyone, let it 
be Doug Church, the project director 
on the game and the most creative, 
talented programmer/designer I've 
ever worked with. Doug and | have 
collaborated on several projects. Our 
skillsets are remarkably compli- 
mentary. We share a vision of what 
games can and should be. I'd even 
argue that neither of us has done 
work quite as powerful on our own 
as we have done together. I've 
tried over and over again to see 
that he gets the credit he deserves 
but to no avail. | always seem to 
get sole credit for the fruits of our 
collaborative efforts and for the 
product of our teams' (our 
teams'...) exceptional work. 

Warren Spector 
ION Storm 


We apologize for any perceived 
slighting of Doug Church and any- 
one else that worked on System 
Shock in our choice of coverlines. In 
addition to taking us into the dun- 
geons of Ultima Underworld—a 
series that was seminal in setting 
the direction of today's role-play- 
ing games—and the science fiction 
universe of both System Shock 
games, Doug Church was also a 
significant force behind the cre- 
ation of Thief: The Dark Project, and 
even had a big hand in the devel- 
opment of Flight Unlimited. 
—Denny Atkin 


Reviewing the reviews 

| just wanted to say that | thought 
jason Levine's review of Homeworld 
CGM 110] was the best of the ten or 
so I've read. Not because it was 
favorable but because it was fair. A 
number of the reviews have failed 
to capture the hard work and cre- 
ative talent put into this game, but 
instead focuses only on flaws. 
ason, on the other hand, made me 
take a second look at the game, 
and I've been playing it for weeks. 
My congratulations go out to Jason 
‘or a fair, honest and most impor- 


tantly comprehensive review. | look 
forward to his reviews in the future. 
William Scott Herndon 
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| must tell you how disappointed | | 

am. | purchased Age of Empires Il: | 
The Age of Kings CGM 109] due to | 
your review, and | feel compelled | 
to ask if someone in your company | 
is sleeping with someone at | 

Ensemble or are you just kissing | 

Microsoft's ass? | found it to be | 

almost the same game, and in | 

some ways worse. Given the time | 
between the first and the second | 
game | would have expected more. | 

Then | was running a 100MHz | 

Pentium with 8MB of RAM, and now | 

I have a 450MHz Pentium II with | 

96MB of RAM. If a working slob like | 

me can upgrade, why can't they. | | 
could have saved fifty bucks and | 
dusted off the original. 

Daniel S. Berkshire 


Hmm, we asked around about the 
Ensemble connection, and no one 
has been scheduling clandestine 
flights from Vermont to Dallas. And 
just because it doesn't necessarily 
take advantage of your slick new 
box doesn't make it a bad game. 
Revolutionary? No. A near-perfect 
evolution? You bet. —ed 
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Anarchic Armada | 
The article on Star Trek: Armada | 
[CGMIO9] was very useful; lama | 
rabid Star Trek fan and will defi- | 
nitely not be buying this game. | 
Why? Because for me, the one thing | 
that all really good real-time strate- | 
gy games have is a good pause or | 
speed setting. If | can pause the | 
game and give orders while | 
paused, or at least slow the game | 
down enough, then I can actually | 
think about what I’m doing, con- | 
sider what orders to give and gen- | 
erally enjoy the game. If|can'tdo | 
this, then the game degenerates | 
into a frantic, out of control, ! 
unplayable mess. lan Davis and | 
Trey Watkins specifically state that — | 
they have neither a speed control | 
пога good pause in Armada, and — | 
in fact seem to think that such a ! 
frantic, out of control, unplayable — | 
mess is what makes a good game. If | 
this is the case, then | will ре buy- | 
ing neither Armada, nor any other — | 
real time game they produce. | 
Theodore Jay Miller | 
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While we're impressed with Star 
Trek: Armada despite the lack of 
speed settings, we do see your 
point. Homeworld was an even 
better game in beta, when you 
could pause and give orders. —ed 


Chain of PIMPS & HOS 


I recently visited www.2am.com to check out Chain of Command, which was 
advertised in your magazine [CGM 108, page 27]. | was surprised to find 
three revolutionary concepts in computer gaming that will dominate the 
future in one place. 


First the game acts like a Java applet. This means it can be deployed 
easily over the Internet, upgraded proactively, and is client hardware 
platform independent. Windows and Macintosh users share the same code 
set. Someday in the future console and Palm Pilot like devices will also be 
able to run these same Java applets. This is a huge breakthrough for soft- 
ware developers distributors and application support organizations. 

Second, the game takes multi-player gaming to the next level. Where 
most multiplayer games team groups of peers, it creates differences between 
the online participants, demanding interaction between the players. The 
game needs to exploit this further with enhanced chat, headset support and 
more diversity in weapons but the foundation of a truly interdependent 
multi-player game is there. 

Third, it’s free... sort of. 2AM borrows from the broadcast TV/Radio 
sponsorship model. You do not buy this game; you pay for your game 
time by periodically visiting a sponsors web-site. This is huge! Between the 
internets unprecedented capability to create cheap focused marketing and 
internet advertisers knowledge that | am a home-owning, married, father 
of one, making X dollars per year and that | spend an verifiable 15 hours a 
week at web site XYZ creates a gold mine for 2AM. Companies will be able 
to secure funding for new projects from advertisers up front instead of the 
traditional model of waiting for retail sales to come in. 

This is the wave of the future, in just a few short years you are going to 
have to rename your magazine again to Platform Independent Multi Player 
Simulations & Host Oriented Simulations (PIMPSEHOS). | know, | know, this 
name is just so darn sexy that you want to change it today, but you are 
just going to have to wait. 

Dave Lipinksi 


Y2K01 


cally associates the value 1000 pre- 


"Chadio the Great” needs to take a 
Valium and try not being so tech- 
nically minded [Rebound, 
CGM108]. Or, if he truly wishes to 
be nit-picky while maintaining 
some semblance of intelligence, he 
needs to correct his nomenclature. 
"Y2K" originated with the term 
"year-2000 bug”, referring to that 
time when the least significant dig- 
its of the year carry over to OO. It 
has nothing at all to do with the 
"millenium", which as many of us 
know begins with the year 2001. 
And if he wants to be truly anal, 
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fix kilo with a lowercase "k", thus 
reserving the uppercase abbrevia- 
tion “K” for use with the computer- 
related value of 1024. Perhaps our 
man Chadio should be sure to clean 
out his bank account before 1-Jan- 
2048. Or is that 1-Jan-2049? 

Jay “the Bored” Parangalan 


Left-wing drivel 
| just wanted to say that | disagree 
with CLB45Para’s letter in CGM 108. 
| buy your magazine entirely for 
the left-wing liberal drivel. Keep 
up the good work! 

Tony Griffin 
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| deadliest Soldier 


| weapons, enemies & 


| SOLDIER OF FOR- 


TUNE' The hunter 
becomes the hunte 
You're the world's 
of 
Fortune and your mis- 
sion is clear: survive. 
Track your prey across PES 
the globe in a series of M 

secret missions to take 
down a fanatical ter- 
rorist organization... 
before it takes you 
down. Features 26 lev- 
els in 10 missions; 
ultra-realistic 


SOLDIER 
jr TORT 


environments; апд 

multiplayer mode 

(Deathmatch, f 

Assassin, Arsenal & 
Capture The Flag). 

Activision (Action) 

Release: 1/00 

PC CD 


"DAIKATANA' Slash your way 
through time with the aid of your 
trusty sword. Chase down the evil 
Dr. Benedict through 4 different 
eras. Advance in multiple skill levels 
such as Attack Power, Attack 
Speed, Running Speed, Maximum 
Health and more. Incredible graph- 
ics and challenging artificial intelli- 
gence. 


ШШШ 


Eidos (Action) 
Release: 12/99 
PC CD 


"URBAN CHAOS' The year is 1999. 
Turmoil, war, & famine rule. Enter 
into the tattered remains of this city 
& try to bring order. Choose from 
30 missions, each with multiple 
sub-missions. Interact with a vast, 
thriving city, a city "alive" with citi- 
zens. Explore the constantly shifting 
urban terrain. Exploit multiple 
modes of combat & action. Meet 40 
unique characters. Explore a world 
with weather and time effects. 
Eidos (Action) 

Release: 12/99 

PC CD 


"MAX PAYNE" is a gritty journey to 
the present day New York City dur- 
ing the worst winter blizzard in a 
century. The game shoots from the 
lowest slum pits to the greatest sky- 
scraper heights, leaving behind a 
trail of corpses, splatters of blood, 
and empty brass rolling on the floor. 
Max Payne, now a DEA special 
agent; goes to work undercover 
among the dirtiest mobster murder- 
ers in this city gone bad. 

6.0.0. (Action) 

Release: 2/00 

PC CD 


‘MIG ALLEY’ is the up close & per- 
sonal 50's jet fighter simulation. 
Without radar-guided missiles, 
you'll need to get in close to blow. 
your opponent from the skies; & at 
a speed of 1000mph, that's not 
going to be easy. Features scaleable 
involvement, real dynamic cam- 
paigning, 8-12 player head-to-head р 
network play, over 100 aircraft in 
the skies at any one time, & incred- 
ibly complex enemy Al routines. 
Empire (Simulation) 
Release: 1/00 

Pc cD 


‘SILENT HUNTER II’ recreates the 
battles between Hitler's U-boat 
force & Allied convoys. Multiplayer 
mode for hot action & cooperative 
play over the Internet or LAN. 
Multiple difficulty levels & enhanced 
dynamic campaign complete a very 
detailed & realistic environment. 


SILENT HUNTER 


Mindscape (Simulation) 
Release: 2/00 


PC CD 
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L r n D 
Hot Deals! 
S i 
A Wow 
open 2^ Week 
7 Days ® 
COMPUTER GAMES: ACTION 
Tm ReLease Расе тт Retease Price Tme RELEASE Расе Tm RELEASE Раісе 
‘A War in Heaven 10/99 $19.99 Gunmetal 12/98 $34.99 Requiem 04/99 $29.99 Thief 2: The Metal Age 03/00 $34.99 
Half Life 11/98 $29.99 — Resident Evil 2 03/99 $29.99 Thief Gold: Dark Projct 11/99 $24.99 
Alien Vs Predator 06/99 $39.99 Road Wars 04/99 $44.99 Thief: The Dark Prict 12/98 $16.99 
Battlezone 03/98 $1999 Half Life Team Fort2 02700 $46.99 9 Tomb Raider 2 11/97 $14.99 
Battlezone 2 11/99 $39.99 — Halo 03/00 $44.99 — Shock Force 05/99 $39.99  TombRaider2Gold 06/99 $24.99 
Battlezone Level Pack 04/98 $18.99 — Heavy Gear 11/97 $29.09  SHOGO:MobileArmrDiv 10/98 $36.99 Tomb Raider 3 11/98 $19.99 
Battlezone: Red Odyssey 04/99 $27.99 Heavy Gear 2 06/99 $2999 Sin 11/98 $24.99 Tomb Raider 4 11/90 $33.99 
Blood 06/97 $9.99 Heretic 2 12/08 $39.99 — Slave Zero 11/99 $37.99 Tomb Raider Gold 03/08 $14.99 
Blood 2 12/98 $42.99 Hexen 2 09/97 $26.99 Spec Ops 2 11/99 $43.99 Turok Dinosaur Hunter 01/98 $29.99 
Blood: One Unt Whi Bld 10/98 $19.99 Hexen 2 Hexmaker 02/98 $29.99 Spec Ops:Ranger Gold 11/99 $20.99 Twisted Metal 2 11/97 $19.99 
Carmageddon 07/97 $18.99 Hexen 2: Portal Praevus 04/98 $24.99 Sportsman's Arcade 03/99 $12.99 Unreal 06/98 $28.99 
Carmageddon 2 11/98 $39.99 — Hexen W95 06/97 $9.99 Star Trek Hidden Evil 11/99 $44.99 — Unreal Level Pack 07/99 $1999 
Carmageddon High Octane09/98 $12.99 Hidd Dang Missn Pk 12/99 $29.99 — Star Trk DS9 Fallen 11/09 $44.99 
Carmageddon Мах Сато 02/98 $29.99 Hidden & Dangerous 07/99 $44.99 — Starlancer 11/99 $4899 Urban Chaos 12/99 $36.99 
Carnivores 2 10/99 $1899 — Hunter Hunter 09/99 $18.00 Starshot 08/99 $27.99 Warzone 2120 12/99 $39.99 
Cyberstrike 2 11/98 $19.99 — Interstate 76 03/97 $1999 Starsiege: Tribes 12/98 $29.99 Way Point Zeta 03/99 $24.99 
Daikatana 12/99 $38.99 Interstate 76 Arsenal 03/98 $38.99 
Dark Vengeance 12/98 $12.99 Interstate 82 11/99 $3999 |'STAR TREK: KLINGON ACADE- 
Delta Force 10/98 $29.99 — Jazz Jackrabbit 2 09/98 $26.99 |MY" All New 3D Engine includes a 
Delta Force 2 11/99 $38.99 Kingpin: Life Crime 07/99 $3499 |30 mission, solo-play campaign & 
Demolition Racer 09/99 $26.99 — Maximum Overkill, 10/99 $44.99 multiplayer mode. Features 3D 
Descent 3 06/99 $29.99 Меп in Black 11/97 519.99 |interactive space terrain, innova- 
Descent 3 Mercenary 11/99 $27.99 Messiah 12/99 $39.99 |tive gunnery chair, over 40 new 
Descent 4 03/00 $45.99 Mission Impossible 11/99 $26.99 | warships, 10 new weapon sys- 
Descent Freespace 06/98 $1799 Моб Rule 08/99 $38.99 |tems, and a comprehensive mis- 
Descent Freespc Exp Pk 10/98 $19.99 Мат 07/98 $19.99 | sion editor. Create your own mis- 
Navy SEALs 42/99 $49.99 | sions or even an entire campaign 
Dethkarz 01/99 $35.99 Oni 02/00 $44.99 | featuring all 6 races, diverse ter- 
DF 2 Jedi Knight wSith 09/98 $29.99 Quake 2 12/97 $1999 | rain and over 50 starships. 
Die by the Sword 03/98 $29.99 Quake 2 Mission Pk1 — 06/98 $1299 | Interplay (Action) 
Drakan. 08/99 $39.99 Quake2 Mission Pk2 09/98 512,99 | Release: 2/00 
Driver 10/99 $29.99 Quake 2 Net Pack 1 02/9 513.99 |PC CD 
Duke 3D Lifes Beach 02/98 $19.99 Quake 2 Zaero 06/99 528.99 
Duke 3D Nuclear Water 03/98 $15.99 SWAT 3: Close Quarters 12/99 $44.99 Weekend Warrior 09/99 $44.99 
Forsaken 05/98 $14.99 Rainbow Six Gold 06/99 $27.99 — System Shock 2 08/99 $44.99 — Wolfenstein 3D 03/98 $17.99 
Guardians of Darkness 06/99 $44.99 Rebel Moon Revolution 08/99 $36.99 Tachyon: The Fringe 11/99 $38.99  Wrhmmr 40k Agents Dh 12/99 $42.99 
Gulf War:Op Desert Нттг09/99 $26.99 — Red Fury 02/00 $42.99 Тһе Devil Inside 18/99 $42.99 WW II G.I. 05/99 $19.99 
COMPUTER GAMES: SIMULATION 
1943 Euro Air War 11/98 $2899 — iPanzer 44 04/98 $9.99 MSFS98AirRaces 04/99 $1899 Panzer Elite 10/99 539.99 
3D Railroad Master 10/98 $49.99 — Jane's F/A-18 11/99 $45.99 MSFS98 Airbus 2000 09/99 $29.99 Pedal to the Metal 08/99 $29.99 
Air Warrior 3 12/97 $19.99 — Jane's USAF 10/99 $38.09 MS FS 98 Dang Airport 02/99 $25.99 Powerslide 12/98 $32.99 
AMA Superbike 09/99 $39.99  JetFighter3Classit 09/99 $18.99 MS FS 98 Flight Bag 05/99 $29.99 Privateer 03/95 $9.99 
Apache 08/95 $9.99 Jet Fighter 3 Platinum 11/97 $34.99 MS FS 98 FSGlobal Scnry 09/99 $29.99 Privateer 2 SE 12/97 $39.99 
‘Apache Havoc 04/99 $39.99 Jet Fighter Full Burn 07/98 $19.99 MS FS 98 Gnd Canyon 09/99 $19.99 — Pro Pilot 2000 12/99 $44.99 
Apollo 18 03/99 $35.99 Kid Pilot 01/99 $19.99 М FS 98 Insnt Airpln Mkr02/99 $26.99 — Pro Pilot USA 12/98 $19.99 
Ares Rising 09/98 $19.99 Luftwaffe Commander 12/98 $29.99 MS FS 98 MegaScenery 11/98 $31.99 R/C Pilot 02/99 $99.99 
Armored Fist 3 10/99 $38.99 MechWarrior 3 06/99 $29.99 MS FS 98 Scnry Onsind 09/99 $28.99 Red Baron? 12197 $9.99 
Burnout Chmp Drgreg CE 11/98 $37.99 MechWarrior 3 Exp Pk 1299 $28.99 MS FS 98: Concorde 01/99 $26.99 Red Baron 3D 11/88 $34.99 
Caesar's Palace 2000 11/99 $27.99 Midnight GT 10/99 $3999 М5 FS 98: RAF 04/99 $26.99 Red Line Racer 08/98 $39.99 
Castrol Honda Sbike 2000 09/99 $42.99 MS FS Airbus 2000 10/99 $2299 Redline 03/99 $17.99 
Castrol Honda Superbike 05/98 $29.99 Monster Truck Madnss 2 07/98 $39.99 MSFSAirport2kv.2 11/99 $3999  ReVolt 09/99 $33.00 
Comanche 4 10/99 $38.99 — Moto Racer GP 2 11/98 $1899 М5 FS Custm Pani Dsgn 09/99 $28.99 
Comanche Gold 05/98 $29.99 Motocross Madness 08/98 $44.99 MS FS Global Scen Upgrd 09/99 $29.99 — Silent Hunter СЕ 10/97 $12.99 
Curse You! Red Baron 06/99 $19.99 Motocross Madness2 12/99 $42.99 MS FS WOW 10/99 $2499 Skydive! 07/99 $18.99 
Dawn of Aces 12/08 $14.99 М5 CFS Battle Midway 08/99 $28.99 MS FS98 Fly the Best 08/99 $28.99 55 SODA Off Road Rcing 07/98 $19.99 
Dirt Track Racing 10/99 $19.99 МӘ CFS Combat Exp Pk 10/99 $19.99 — NASCAR Legends 10/99 $39.99 — Starsiege 03/99 $2299 
EF 2000 V 2 07/97 $19.99 М5 CFS Combat Pilot1 01/00 $33.99 Start Up 09/99 $44.99 
Extreme Assault 07/97 $29.99 М5 Combat Flight Sim 11/98 $48.99 Need for Speed 3 09/98 $18.99 — Steel Beasts 11/99 $44.99 
Extreme G2 12/99 $28.99 MS Flight Sim 2000 10/99 $59.99 Need for Speed 4 06/99 $4299 50-27 Flanker 2 10/99 $49.99 
F/A-18E Super Hornet 01/00 $39.99 [RET FIVING FORTRESS 2: THE SU-27 Squadm Comm Ed 10/97 $25.99 
FAS 03/98 $1899 | MIGHTY 8TH’ Command — the Superbike World Champ 03/99 $18.99 
F-16 Agressor 06/99 $42.99 Test Drive 5 12798 $24.99 
supreme daylight bomber of World 
F-22 ADF Red SeaOps 1098 $1599 ма Master each of the 10 crew Test Drive 6 10/99 $26.99 
F-22 Lightning 3 05/99 $2399 | member roles. Navigate accuratel Test Drive Off Rd 2 11/98 $1699 
F22 Total Air War 10/98 $38.99 à x Test Drive Off Road3 10/99 $26.99 
Falcon 3 Classic TETE o maces e o Tie Fghtr Cllot w/Vhel Ref 12/98 $32.99 
strategic targets, and defend the КОСЫ. Бү: MORE deg 
Fighter Ace 2 11/99 $4899 BRE ишету а: TOCA Racing 12/98 $19.99 
ing air combat sequences 
Fighter байт: 500 03/99 $3999 through photorealistic terrain | Тор Gun 2 Hornets Nest 01/99 $18.99 
Flight Unlimited 3 08/99 $3899 | makes it all feel incredibly real. Train Dispatcher 2 08/98 $39.99 
ңү! 08/99 $29.99 Vangers 07/98 $25.99 
Flying Corps Gold 0798 $1899 | Microprose (Simulation) Vitrual Poo! Hall 11/00 $27.99 
Front Line Fighters. 08/08 $2399 | Release: 02/00 Wing Comm 5: Prpcy Gld 10/98 $37.99 
Grand Prix 500 1199 $2899 |PC CD Wings of Destiny 11/99 $39.99 
IF/A-18 CSF 08/98 $37.99 WW II Fighters 11/08 $28.99 
iF-22 Raptor 07/97 $1999 МӘ Flight Sim 2000 PE 10/99 $75.99 Need Speed 5:Mtr City 12/99 $44.99 X-Car Exprmnti Ren 08/97 $15.99 
iF-22 v5.0 03/98 $3599 М Flight Sim 98. 09/97 $54.99 Newman Haas Racing 11/98 $39.99 — X-Com Interceptor 06/98 $999 
Independence War Dx 08/99. $26.99 М5 Flight Sim Triple Pk 08/98 $16.99 NHRA Drag Racing 09/99 $19.99 Хепосгасу 02/09 $39.99 
Inertia 04/99 $43.99 MS FS 98 Afren Safri 02/99 $25.99 Nuclear Strike 11/97 $1499 X-Wing Alliance 03/99 $45.99 
Interceptor 03/99 $26.99 MS FS 98 Air Force Опе 09/98 $29.99 Panzer Commander 05/98 $12.99 X-Wng v Tie W Binc Pwr 10/98 $28.99 
©2000 CHIPS & BITS, INC: 


"REACH FOR THE 
STARS'  Turn-based 
strategy of galactic 
exploration, coloniza- 
tion & conquest. Dive 
into the immense 
range of player con- 
trolled game parame- 
ё ters or simply focus on 

1 Iiis Simm galactic exploration 
| Exc and enemy destruc- 
a tion. Features more 
than 30 preset scenar- 
ios, 16 unique species, 


NEW Low в a diplomatic system, 


twork play, Е 
PRICES! -g а 


tactical combat. 


COMPUTER GAMES: STRATEGY 


= Mindscape (Strategy) 
Tme Reese Расе Tnt Rarsc Price Tut Reuease Расе тт RELEASE Расе Release: 12/99 

1830 RR/Rbbr Baron 04/95 $19.99 Dark Colony 08/97 $9.99 Imperialism 2 04/99 $29.99  Profitania Deluxe 08/99 $29.99 

7th Legion 10/97 $10.99 Dark Reign Futre War 09/97 $27.99 Imperium Galactica 06/97 $3299 Railroad Tycoon 2 11/98 $26.99 

AD&D Birthright 07/97 $27.99 Imperium Galactica 2 ^ 01/00 $41.99 Railroad Tycoon 2Gid 09/99 $39.99 ` soft] AGE OF EMPIRES Il: AGE OF 

‘Age Empires Fin! Congst 07/98 $18.99 Disciples: Sacred Lands 10/99 $39.99 Incoming Forces 11/99 $44.99 Reach for Stars 11/99 $39.99 ў h KINGS’ Proceed from the Dark Ages 

Age of Empires 10/97 $29.99 Dominant Species 10/98 $29.99 Incubation 10/97 $3899 Risk 11/96 $19.99 22) ull to the Fuedal, Castle, & Gunpowder 

‘Age of Empires 2 09/99 $48.99 Dominion Strm Ovr Gft3 06/98 $14.99  IncubalionWildemess 05/98 $1999 — Risk2 11/99 $38.99 з Ages in 13 civilizations. Create for- 
"THE SIMS’ In SimCity, Will Wright gave you the power to] "шк, Herd ig ÁN X апаа oe 
build and control cities...with The Sims you'll create and Roller Cstr Tey Exp Pk — 11/99 $1939 PIE choose unit behavior with С 
control people. Greate an endless variety of characters and | RR Tyon 2: ond Century 0599 $1859 j Pye Teva NEEDS E 
families. Follow a wide range of career paths. Make friends, Гү 11/908 $999 P ]paigns, & scenarios Separate Gi 
have conversations, insult neighbors, fall in love, have chil- Settlers 2 Gold 04/97 $19.99 vds aj ИЙЕ % military diplomac; 
dren . Build the home of your dreams with powerful arhi-| Settlers 2 Mission Disk 03/97 $11.99 i y 
tectural design tools. Decorate walls and floors in any style. Settlers 3 11/98 $26.99 2 
Create your own private paradise with landscaping tools. Settlers 3 Mission 2 11/99 $18.99 2 Microsoft (Strategy) 
Buy hot tubs, swimming pools, lava lamps, pool tables, & Seven Kingdms Anc Adv 06/98 $34.99 2S Rel ease; N NON 
giant-screen TV's. Over 150 different objects to furnish Seen КӨЙӨ 1297 $3599 т 


your homes and keep your Sims happy. 


Seven Kingdoms 2 11/99 $37.99 


‘Shadow Company 11/99 $37.99 € 'AGE OF WONDERS’ Age of 
Shadow Watch 11/99 $44.99 CHS Wonders is a turn-based game of 
Shadowpact 11/99 $43.99 А“ È strategy and conquest that success- 


Sheep 10/99 $39.99 fully incorporates adventure, explo- 

Sim Theme Park World 11/99 $37.99 Age of Wonders ration and role playing elements. 
SimCity 2000 Spec Ed 04/97 $18.99 at These elements, together with a rich 
‘SimCity 3000 01/99 $44.99 f story line and heavy emphasis on 
SimMars 01/00 $44.99 s global strategy without repetitive 
SimSafari 03/98 $19.99 micro-management, make each 
‘SimTower 05/95 $18.99 scenario and game unique and fun 

Maxis (Strategy) PARIT, саа j Soldiers at War 05/98 $18.90 Ros] iras to play. 

Release: 1/00 ET gd h $ Star General 12/96 $9.99 TM Y 
Star Trek Generations: Birth of the. \ f 6.0.0. (Strate; ay) 
Federation UK BOX 10/99 $29.99 | , Release: NOW 


Age of Empires Gold Ed 04/99 $39.99 Dune 2000 09/98 $15.99 — Industry Giant 04/98 $36.99 PC CD 
Age of Emprs Rise Ате 11/98 $24.99 Dungeon Keeper 07/97 $14.99 Invictus 12/99 $37.09 Star Trk New Worlds 01/00 $39.99 
Age of Wonders 11/99 $44.99 Dungeon Keeper 2 06/99 $39.99  JaggdAlincDdly Game 09/96 $9.99 Star Trk Starfit Comm 08/99 $39.99 тла 2 ‘DIPLOMACY’ The world's super 
Alpha Centauri 02/99 $39.99 Dungeon Keeper Gold 04/98 $19.99 Jagged Alliance 03/95 $1299 Starcraft 04/98 $29.99 | powers are poised in a delicate bal- 
Alpha Cntri Alien Crssfre 10/99 $26.99 — Earth 2140 10/97 $14.99 Starcraft Brood Wars 12/98 $24.99 ance of power in the early 1900s. 
Ancnt Cnqst: Gldn Flce 06/99 $29.99 Earth 2150 09/99 $4499 KKND 2 10/98 $34.99 Starcraft Insurrection 08/98 $26.99 d " | WWI looms on the horizon & a 
Armored Moon 02/98 $26.09 Emergency Room2 03/99 $29.99 Knights & Merchants 10/98 $19.99 Starcraft Retribution 01/99 $19.99 | [ wrong move could set off a chain of 
Army Men 05/98 $26.99 Empire of the Ants 02/99 $42.99 Legend of the Five Rings 12/99 $42.99 Starship Diplomacy 1099 $48.99 events that will change history. You 
Army Men 2 03/99 $27.99 Entrepreneur 10/97 $3899 Liberation Day 03/98 $9.99 Stellar Frontier 12/99 $44.99 : must outwit & out-talk your орро- 
Army Men 3 10/99 $35.99 Entrepreneur Corp Exp 04/99 $24.99 — Lords of Magic 12/97 $19.99 Submarine Titans 10/99 $39.99 nents, & no one can get ahead 
Axis & Allies 09/98 $18.99 Evolution 01/98 $29.99 Lords of Magic SE 11/988 $39.99 SWAT2 07/98 $29.99 hu " alone. Trust, betrayal, faith & 

Extreme Tactics. 10/98 $48.99 Lords Realm 2 11/96 $19.99  Tanktics 09/99 $19.99 treachery rule the day in this epic 
Battlecrser 3000 AD V2 12/98 $17.99 Farmland USA 08/99 $18.99 Magic & Mayhem 05/99 $39.99 The Sims 01/00 $39.99 =) "СО оате of strategy & domination. 
Braveheart 08/99 $29.99 Final Countdown. 04/99 $44.99 Magic the Gathering Gold 11/99 $28.99 Theme Hospital 04/97 $14.99 ү А bad 
Business Tycoon 01/00 $39.99 Fleet Command 05/99 $38.99  Magicihe Gathering 03/97 $12.99 — Theme Park 07/94 $12.99 T Ў ЖЕ? Avalon Hill (Strategy) 
C & C Red Alert 11/96 $1899 Force 21 08/99 $39.99 — Malkari 04/99 $37.99 Total Annhitn Kingdoms 06/99 $29.99 Release: NOW 
C&C 2 Tiber Sun Pltmn 08/99 $5499 Fragile Allegiance 03/97 $9.99 Master of Orion 11/94 $19.99 Total Annihilation 1097 $9.99 

FreeLancer 12/99 $489 Master of Orion 2 11/96 $999 Total Annihilation 2 12/99 $48.99 
C&C Gold Bundle 11/98 $19.99 Galilean Conflict 10/89 $35.99 — MAX 12/96 $15.99  TotalAnnltnCrCtgcy 04/98 $21.99 “ROLLER COASTER TYCOO: 
C&C Gold W95 02/97 $14.99 Gangsters 12/98 $29.99 МАХ2 06/98 $25.99 ТОМ Annhitn Biti Tetes 08/98 $19.99 CORKSCREW FOLLIES EXPAN- 
C&C Red Alert Агепі 12/98 $26.99 Global Domination 11/98 $19.99 Месһсоттапдег 07/98 $17.99 Tribal Rage 06/98 $34.99 SION PACK: adds new types of 
C&C Sole Survivor Online 12/97 $25.99 бт Email: Risk 11/99 $1499 — MechCommd Gold 09/99 $28.99 Uprising 10/97 $12.99 roller coaster, including historical 
C&C Worldwide Warfre 12/98 $28.99 — Hardwar 08/98 $14.99 Metal Fatigue 10/99 $44.99 Uprising 2 12/98 $19.99 rides like the Virginia Reel & Side 
Caesar 2 09/95 $9.99 Hero MM3 Amgdn Bid 10/99 $27.99 — Mind Rover 09/99 $44.99 Wages of War W95 11/96 $8.99, Friction Roller Coaster, and the lat- 
Caesar 3 10/98 $2999 Heroes M&M 09/95 $19.99 MTG Duels of Pineswikr 02/98 $18.99 War of the Worlds 01/99 $29.99 Hest modern rides like the Steel 
Capitalism Plus 05/97 $19.99 Heroes M&M 2 Exp Pk 05/97 $17.99 Myth 11/97 $9.9  WarBreeds 03/08 $12.99 Twister Roller Coaster & Steel Wild 
Chess Grandmaster 10/99 $29.99 Heroes M&M 2Gold 12/98 $1899 Myth 2v1.1 01/99 $27.99 Маган 2 10/85 $19.99 Mouse. New scenery, including 
Civ 2 Fantasy Worlds 11/97 $19.99  HeroesofM & МЗ 03/99 $2999 ORB. 11/99 $4499 1 j Jungle and Jurassic themeing, 
Civ 2 Multiplayer Gold Ed 12/98 $19.99 — History of World 05/97 $1299 Outpost 2 09/97 $19.99 Warcraft Ore/Humns 11/94 $12.99 themed banner signs, new styles of 
Civ 2 Test of Time 08/99 $29.99 Hollywood Mogul v2.5 12/97 $29.99 Pax Imperia 2 11/97 $2699 Wargames 07/98 $39.99 footpath & over 25 new scenarios. 
Civilization 12/95 $19.99 1 Wargasm 01/99 $24.90 Hasbro (Strate: | 
Civilization 2 03/96 $24.99 Imperial Conquest 01/00 $44.99 Politika 11/97 $18.99 — Wathmmr 40K Chs Gate 11/98 $27.99 Release: ur 
Civilztn Call Pwr Miss 11/99 $29.99 Imperialism 08/97 $9.99 Populous 3 11/98 $18.99 Warhmmr 40K Rites War 07/99 $42.99 
Civilztn Call to Powr — 04/99 $3299 Warlords 2 Dix 0995 $39.99 
Cmmndos:Bynd Call Duty 04/99 $19.99 ‘STAR TREK: NEW WORLDS’ Play | warlords 3 08/07 $9.99 ‘PHARAOH is a strategic city-building 
Colonization 11/94 $14.99 as the Federation, Klingons or the} Warlords Battlecry 11/99 $44.99 game set in Egypt 2900 to 700 BC. 
Colonization W95 06/99 $7.99 —STARTREI Romulans in the year 2292. Each] Warirds 3 Drk Lrd Rsg 08/98 $37.99 " i Grow villages into thriving metropo- 
Commandos 09/98 $24.99 = race offers a new style of game- | warrorn 07/99 $38.99 " R lises & watch the economy & inhabi- 
Commandos 2 11/99 $34.99 W play, race behaviors and a view of | Warwind 2 1197 $12.99 MT А ys tants come to life. Interact with your 
Conquest New World 2 — 11/99 $48.99 the games story arc from 3 differ- | | warwind w95 10/96 $14.99 citizens. Observe their culture & 
Conquest New Wrid Dix 11/96 $9.99 ent perspectives. Features a variety | Warzone 2100 04/99 $29.99 к S habits. Raise their hopes or raze their 
Corsairs 10/99 $26.99 А IM of single player and up to 6 multi-| wooden Ship гопМп 10/96 $29.99 * SẸ] homes. Includes a farming model 
Creatures 2 09/98 $29.99 ^ E - player mission objectives. You} worldcratt Pro 02/99 $39.99 5 / 1254 based on the flooding of the Nile, naval 
Creatures 2 Deluxe 05/99 $21.99 $ Aa have complete control over the 3D] worms 2 01/98 $18.99 k A Saf warfare, giant monuments assembled 
Creatures 3 10/99 $37.99 T = world and its inhabitants. Worms Armageddon 06/99 $28.99 ^R d ite] over time, a unique dynastic progres- 
Creatures Adventures 08/99 $26.99 X: Beyond the Frontier 11/99 $25.99 „ай 23 sion, and variable difficulty levels. 
Creatures Life Kit 1 01/98 $14.99 Interplay (Strategy) | х-сот Apocalypse 08/97 $14.99 - “4 Sierra (Adventure) 


Crusaders Mght&Magic 11/99 $46.99 Release: 2/00 | x-com e-mail 10/99 $19.99 Е ^ Release: 11/09 
PCCD} xcomTerímDeep 0395 $9.99 А 


(©2000 CHIPS & BITS, INC. SPlus200Pg2 


“FINAL FANTASY VIII' [8 
Featuring a complex 
marriage of fully com- 
puter-generated movies, | 
3D gameplay, hundreds 
of pre-rendered, com- | 
puter-generated back- | 
grounds & real-time 3D 
battles, Final Fantasy VIII 
promises to elevate} 


entertainment to a new 
level with a balance of 
Story, graphics, system 


and sound. Through an 
intricate balance of these 
elements, the creators of 
Final Fantasy are able to 
express their innermost 
thoughts and feelings in 
a story brought to life 
through the use of high 
quality computer gener- 


мен 


WEB 


J 


Free Game Offer! 


RESO! 


COMPUTER GAMES: ROLE PLAYING 


SPlus200pg3 


atc ШЕШ eel ОБ, ERI um Wan Pree ТАЕ WERE NTC З eT Наме Pue Tme [omes 
SA Ae N Ў AD&D Collector's Ed, 07/98 $15.99 Fallout 10/97 $1899 The Summoner 01/00 $44.99 
Ancient Evil 02/99 $45.99 Fallout 2 11/08 $2499 Septerra Core 10/99 $39.99 Throne of Darkness 11/99 $47.99 
5 Я = Final Fantasy Vil 06/98 $19.99 Shattered Light w/Book 06/99 $28.99 Ultima 9 Ascension 11/99 $45.99 
A SE d Baldrs Gate: Tale Swrd Cst05/99 $19.99 — Final Fantasy VII 02/00 $48.99 Silver 10/99 $37.99 Ultima Online: 2nd Age 11/98 $29.99 
Baldur Gate Chptr 1&2 07/99 $12.99 Forgttn Rims SilverEd 06/99 $29.99 [ү т 
ular tabletop role-playing game. DIABLO 11: INFERNO’ As one of 5 
Bef Baldur Gate wEP1 12/99 $39.99 — Good & Evil 09/99 $48.99 7 
efore your fall, you led a crusade s Character types, you'll journey 
y T Baldur's Gate 10/98 $29.99 — Gothic 01/00 $44.99 
against evil. Now you've become Battlespire 42/97 $3299 Gothica 9/99 s4899 |80705 distant lands, fight new vil- 
one of the undead creatures you Y lains, discover new treasures & 
^ Blaze & Blade. 10/99 $25.99 — Hexplore 09/08 $1999 Вогез. 
battled-a Vampire. You must face a uncover ancient mysteries. Five 
Scala Clans 09/99 $28.99 Icarus: Sanctuary of Gods 11/98 $26.99 ACE 
series of brutal confrontations with x new character classes with unique 
E CyberJudas 07/96 $6.99 Lands Lore 2:Grdns Dst 10/97 $14.99 
your nemesis, Vukodlak, a powerful ares 42/94 $1499 — Lands of Lore 01/94 $12.99 attributes & abilities. Expanded 
vampire lord. Multiplayer features world of new quests, weapons, 
У Я Dark Stone 08/99 $34.99 Lands of Lore 3 04/99 $18.99 
include co-op play, & the option to spells, monsters & non-player 
Demise Rise Ku'Tan 09/99 $42.99 Legacy of Kain 2 09/99 $2999 5 
play as the hunter or hunted. characters. Full multiplayer & & 
Activi ЕЙ Diablo 01/97 $999 Legacy of Kain Bld Omn 09/97 $18.99 
ctivision (Roleplaying) internet support. 
Release: 12/99 Legend of Blade Masters 11/99 $39.99 
PC CD. Diablo Bundle 10/98 $29.99 Might & Magic 6 9495 $539 | Blizzard (Roleplaying) 
Diablo Hellfire 12/97 $19.99 — Might & Magic 7 06/00 $29.99 Release: 02/00, ying 
TANAGHRONOKUIS AGO ISEGITON Disciples of Steel 0996 3999 Neophyte Episode Ill 04/99 $39.99 | BR an 
IGNIS ses ДЕ uel Dungeon Master 2 07/95 $15.99 — Nox 11/99 $47.99 
omae р Elder Scrolls 2 09/96 $3999 Odium 11/99 $37.99 Star Trail 
ШУ КТО ire O EverQuest 03/99 $44.99 Star Trk Final Unity 07/95 $9.99 Werewolf: Apocalypse 04/99 $48.99 
БОТЫ. telthraaveharacterésas EverQuestRuins of Kunrk 06/00 $19.99 Rage of Mages 10/98 $29.99 — Stonekeep 11/95 $24.99 Wizardry 8 12/99 $49.99 
(icy Ша CURES dio ee cu Fading Suns МЫ Armda 10/99 $39.99 Раде of Mages 2 10/99 $27.99 — Techno Mage 11/99 $39.99 Wizardry Gold W95 _ 05% $959 
three different dimensions. Search. COMPUTER GAMES: ADVENTURE 
ШШЕ Пн a Tth Guest 09/97 $14.99 Jewels IlUltimateChanllenge01/99$27.99 Obsidian W95 12/96 $29.99 Riana Rouge 01/98 $24.99 
quisi od SR y Tth Guest 2 ifth Hour 11/95 $9.99 Journeyman Project 2 07/95 $29.99 Of Light & Darkness 04/98 $24.99 — Riddle Master Lu 10/95 $399 
: Abe's Exodus 12/98 $39.99 Journeyman Project 3 02/98 $18.99 Omikron: Nomad Soul 10/99 $39.99 Ring 07/99 $29.99 
Adrenix Crisis 07/98 $4499  Kü&MaskofEterniy 12/98 $19.99 Outcast 09/99 $39.99 Robot Club 02/99 $43.99 
Eidos (Roleplaying) Amber:Journeys Beyond 02/97 $29.99 Lander 09/99 $2499 Overseer 03/98 $19.99 Sacred Mirror of Kofun 11/96 $19.99 
Release: 2/00 Amerzone 10/99 $38.99 Last Call 09/99 $39.99 Pandora Directive 08/96 $19.99 Sanitarium 05/98 $19.99 
PCCD Animaniacs:A Ggnte Adv 06/99 $18.99 Last Express 04/97 $2499 Patriot Games 02/99 $4899 — Scooby-Doo:Myst Fun Pk 10/99 $18.99 
Armed and Delirious 11/97 $9.99 Leisure Suit Larry7 11/96 $39.99  PhntsmgriaStgefrght 04/99 $39.99 Shadow Man 09/99 $29.99 
"REVENANT is a Dark Fantasy Atlantis 09/97 $3299 Liath 09/99 $39.99 Pirates! Gold 02/95 $19.99 Siege of Stormhaven 04/99 $48.99 
Adventure/RPG that will immerse Azraels Tear 10/6 $999 Lion 12/95 $19.99 ; Small Soldiers Sqd Cmdr 08/98 $19.99 
fra in E SIONIS ОТОЙТ. Beavis & Butthd DoU 01/99 $25.99 Longest Journey 10/99 $39.99  Qin:Tomb Middle Kingdom07/96 $17.99 расе Bar W95 07/97 $9.99 
ТЕРК ЛИЛЕ ДЕТ, Beyond Time 12/98 $19.99 Lost Vikings 2 05/97 $1289 Quest for Glory 5 12/98 $29.99 Space Circus 02/09 $44.99 
Hel OOS VICENTE, ЧЛ ЄТ Mechosoma 03/99 $4499 Quest for Karma 02/99 $19.99 SPOR 12/96 $1999 
ER EAEN аа, а ЕКЕ ПЕ Blackstone Chroncles 11/98 $26.99 — Morpheus 10/98 $38.90 Quest Glory 5: Exp Pk 1299 $2999 Spycraft W95 03/96 $19.99 
to hand in the ДЕ fighting tradition Blade Runner 11/97 $19.99 Muppet Treasure Island 08/96 $35.99 — Rama 10/96 $1499 Star Trek SFA DVD 07/98 $44.99 
ао а Gan Broken Sword 10/97 $19.99 Мусі 03/94 $1999 — REAH 03/99 $35.09 Star Trek SFA Mssn 04/98 $1999 
ШЕШ. ҮШ TD CETERI Byzantine 10/97 $16.99  Myst2w/HintBook 08/99 $19.99 Real Neverending Story 10/99 $42.99 Star Trk Str Fit Acad 0997 $29.99 
Cals Ctime Saloon 04/97 $19.99 Red Jack 09/98 $29.99 — Starship Titanic 04/08 $39.99 
hi тіп 
сда! GSP and gaming Curse of Monkey Isle 11/97 $1999 Г чс Starship Titanic DVD 08099 $3899 
ШОУ О ПАВО] Cyberia 2 от 51299 Сеен: Starship Titanic wGde 04/98 $39.99 
Cydonia 12798 saoo [fal has been plagued tor genera Str Te SA Sie Omm 0588 $12.90 
Eidos (Role; eplaying) aE 097 $1299 | tions by what seems to be a sect of T е 
Release: NOW ark Earl 1067 $1299 ШШЕН СЕЗ Strshp Ttnc 15: Cis Crs Kt 08/99 $38.99 
Dark Side of Moon 12/08 $46.99 orres WU SSM) Symbi 03/99 
4 ymbiocom $19.99 
Dead Unity 0р9 sao | Puzzle-driven and spatial: It has а Temujin 10/97 51999 
"mystery play feel, due to the | 
7 Enemy Zero 10/98 $44.99 T 
20,000 LEAGUES UNDER THE E Te anas Siggy | game's 3D elements. The suspects ти ma am cua’ TER E 
SEA STHEADVENTUR EC ONTING F13 ius sias jandothier characters move around Тап dmy OutTine {186 $1489 
[5 WISI RO NEUES VAIO Fable оу? азо ШЕШ oomen oi Toni Trouble 10/99 $26.99 
began is now yours to solve. Your Y Gabriel and Grace, giving you the Taitor's Gate 40/99 $39.99 
discovery of Captain Nemo's Gorky 17 09/99 $4499 feeling of inhabiting a living virtual Twinsen's Odyssey 07/97 $2999 
Пепе BESES El CENERG) Grim Fandango 1098 52909 | World: Under Killing Moon 11/94 $9.99 
aenta styoujarerattacked руа Gruesome Castle ovo sias | Sierra (Adventure) A 
CRETE submarine Me) 80 Heart of Darkness оов 53299 |Release: NOW, Wild Wild W 99 $4 
you must solve intricate puzzles, У PC cD Mna Te 
UR sp rcm EGER АО Hype: Time Quest 10/99 $26.99 X-Files Adventure Game 06/98 $31.99 
Reese Users iS ae walle’ Indy Jones nfriMchne 11/99 $4899 Myst Mstrpce Edition 09/99 $28.99 — Redguard 14/98 $2799  Y2K The Game 11/99 $19.99 
Era Inherent Evil Hntd Hu 09/99 $1890 — Nemesis 10/96 $16.99 Reloaded 05/97 $2499 Zero Critical 05/99 $19.99 
South Peak (Adventure) Iron John Hawk 01/99 $2699 — Nerves of Steel 05/95 $1699 Вета Hero 10/99 $25.99 Zork: Grnd Inquisitor 10197 $29.99 
Release: 2/00 Jack Orlando 12/99 $43.99 Return to Krondor 12/08 $19.99 — ZorkNemesis 04/06 $19.99 
PC CD COMPUTER GAMES: SPORTS 
‘CHAMPIONSHIP MANAGER 3° 3D Hunting: Extreme 05/99 $1899 Profssnl Bull Riders 1099 $19.99 Tiger 99 TPC Courses 08/98 $18.99 
Features realistic scouting simula- 3D Hunting: Grizzly 04/99 $1999 М5 Baseball 2000 04/99 $18.99 Acky Mtn Tiphy Hntr 2 08/99 $18.99  Tiger99 Vegas Courses 12/98 $18.99 
tion, historical data оп clubs! and Зр Hunting: Trophy Game 04/99 $19.99 М NFL Fever 2000 09/99 $19.99 Redneck Deer Huntin’ 08/98 $19.99 Tiger 99: Monterey Crs 03/99 $18.99 
players, new match engine and tac- 3D Hunting: Whitetail — 09/98 $1899 МВА Basketball 2000 10/99 $45.99 Remington Top Shot 12/98 $18.99 
tics editor, full youth team league 30 Шиг Mximum Minigolf 09/89 $29.99 МВА Inside Drive 2000 1099 $46.99 Rocky Mtn Trophy Hntr 05/98 $17.99 Tiger Woods PGA Tour Clin09/99 $28.99 
structure, ability to arrange pre-sea- 3-D Ultra Cool Pool 09/89 $2999 МВА Live 2000 10/99 $37.99 — Safari Hunter 09/99 $23.99 ТММ Extreme Drag Racing 10/99 $19.99 
son competitions between players 30 Ultra Pool 09/99 $3999 NFL Blitz 2000 11/99 $44.99 Senior PGA Tour Golf 03/99 $19.99 Triple Play 2000 04/99 $19.99 
or CPU teams, & expanded player АРВА Baseball 5 08/99 $42.99 NHL Championship 2000 10/99 $45.99 Sierra Sports Cart Racing 01/99 $19.99 Triple Play 99 03/98 $18.99 
profiles with hidden characteristics. FIFA Soccer 2000 11/99 $3899 NHL Hockey 2000 09/99 $37.99 Snowmobile Chmpshp 200009/99$18.99 — Trophy Bird Hunter 10/99 $38.99 
Up to 16 players can play on one Football Mogul 03/99 $19.99 Offci Frmla 1 Reng99 11/99 $24.99 Snowmobile Racing 12/98 $19.99 Trophy Buck 3D 10/99 $19.99 
machine or via UAN. Hardball 62000Ed 04/99 $1899 РВА Bowling 2 10/99 $3599 Strike Zone 02/99 $26.99 UEFA 2000 11/99 $34.99 
Jok Мск Gldn Bear 03/99 $39.99 РА Championship Golf 07/99 $26.99 Supreme Snowboarding 11/99 $37.99 Ultimate 8 Ball 09/99 $39.99 
Eidos (Sports) PGA Тош Class Crs 1 09/97 $19.99 Т Nugent Ext Huntng USA 08/99 $17.99 — Ultimate Frisbee 08/99 $18.99 
Release: 2/00 Links LS 99 11/98 $2999 РВА Tour Gold 10/99 $1499 Tige Virt Deep Sea Fishing — 04/99 $18.99 
PC CD Links LS 99 US Open PnhrstO7/99$1999 — Pro Pool 3D 2 01/89 $18.99 Tiger 99 Tournament Crs 08/98 $18.99 Virtual Pool 2 11/97 $18.99 
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Coming Soon! 


NEW 
Prices! 


COMPUTER GAMES: WAR 


THE OPERATIONAL 


"THE OPERATIONAL 
ART OF WAR: 
WARGAME OF THE 
YEAR EDITION’ This 
platinum edition of 
The Operational Art 
of War, Volume | fea- 
tures an upgraded 
engine containing 
many features from 
Volume II as well as 
brand new scenarios 
based on the Clash of 
Eagles (WWII battles 
between the United 
States and 
Germany) 


‘THE OPERATIONAL 
ART OF WAR: ELITE 


EDITION’ 
Release: 2/00 


ттк ашк Рик Tme Raum mc ТШЕ Raus: Pu ‘Te Ниш он шп swat) 
10151 Airborne Normandy 10/98 $19.99 — Fantasy General 03/96 $14.99 Napoleon 1813 11/99 $42.99 Panzer General 2 w/Gde 05/99 $18.99 
12 O'clock High 10/99 $4499 Fifth Fleet 11/94 $18.99 Napoleon in Russia 05/97 $17.99 People's General 09/98 $29.99 
Age of Sail 11/96 $29.99 North Vs. South 02/99 $39.99 Prelude to Waterloo — 10/97 $14.99 7 7 
Aide de Camp 2 01/98 $44.99 Final Liberatn WHm 40K 11/97 $1299 Op Art Wr 2 Fish Ksvo 10/99 $27.99 OATS RAUS 
Allied General 12/95 $19.99 Fleet Med 04/91 $19.99 Road to Moscow 03/00 $38.99 tis GND SES ТЫЙ © 
ШЗ ЕК pong ONO 88,90) "RISING SUN’ Features over 40] S" 0279841490 engagements. Play any of 12 sce- 
BCT:Brigade Combat Team08/99 $42.99 in | Shogun: Total War 02/00 $46.99 7 @ (һө! єє 
БА B Scenarios covering actions i| S4 Meiers Gettysbrg 1087 $1899 narios or comman 
Battle of Britain 03/99 $29.99 Burma New Guinea, fe islands О S olensk to Moscow 040 $34.99 кшш. ОЕ ШШЕ 
вайейта Antietam 11/906 $1899 the Central and South Pacific, and Stalingrad 0295 $29.99 rain with realistic command & con- 
Battlegrnd Bulge 1096 $19.99 the Aleutians. Hypothetical scenar- Steel Panthers 1095 $1499 trol - no hexes, no turns, just pure 
Battlegrnd Bull Run 05/97 $12.99 ios examine the invasion of the Steel Panthers 2 1196 $1499 simulation of military command: on 
Japanese home islands. Two Steal Panthers 3 117 $1299 an unprecedented scale. Authentic 
Battlegrnd Shiloh 07/96 $12.99 j UE Campaigns ane (ines Steel Panthers Arsenal 05/98 $36.99 [abes S nee сонау 
Battlegrnd Waterloo 05/96 $18.99 Inked) CAMPAIGNS POVIGE OPPO] creel Pnthrs2Cmp1 04197 $14.99 ў us depths of information. 
tunities to command and conserve Inter. Magic (War) 
Battigind 9: Chickmgua 01/99 $39.99 КИЕ ЕӨЗ ЭТА Storm in the West 04/98 $33.99 Release: 3/00 
Bombing the Reich 11/99 $55.99 Ў Tides of War 11/98 $24.99 PC CD 
CincPac Midway 10/94 $15.99 Talonsoft (War) | 19207 Prom 2 12/86 $41.99 
Civil War Generals 14/97 $46.99 Release: 2/00 | "ico Bundle 11/85 $27.99 "TZAR: THE BURDEN OF THE 
Civil War Generals3 11/99. $48.99 PCCD] VVictoryVeliky Luki 12/92 $8.99 CROWN’ puts you at the heart of the 
Close Combat 2 11/97 $19.99 V Victory Velk Lki 02/95 $999 Battle oflagod versus evil, Set în the 
Close Combat 3 01/99 $48.99 Flight Commander 2 01/95 $19.99 Op Art Wr EP 2Cish Egls 12/99 $44.99 Victory in the East1 1099 $39.99 real-time fantasy world of Keanor, it 
| Oper Art War Exp Pk1 02/99 $19.99 WGCSet3 Age of Rifles 09/06 $12.99 is Upto you toistop the armies of 
Close Combat Trilogy 09/89 $39.99 Great Battls Alexndr 06/97 $34.99 Operation Crusader 09/94 $18.99 War Along the Mohawk 0998 $19.99 К ЕДЕП ИТП Vat 
Cmpgns Amer Civil War 1000 $55.99 Great Bttles Hannibal 11/97 $29.99 Operational Art War 06/98 $29.99 War Inc. 10/97 $1299 armies of Knights & Archers, & 
Code Name Eagle 02/00 $44.99 Great Civil War Btls. 09/99 $19.99 Oprinl Art Wr2 Mdn Wr 05/99 $44.99 War in Europe 01/99 $39.99 [ build: fantastic) weapons to: smash 
Combat: Operation Vict 07/99 $18.99 Guts Glory: ВН Scly 06/00 $29.99 Over the Reich 11/96 $29.99 War in the East; Crimea 04/98 $24.99 enemy defenses. Train your 
D-Day Amer Invades 0995 $29.99 Harpoon 97 11/96 $14.99 Pacific Battles 06/00 $39.99 War in the East: Izyum 04/98 $24.90 Wizards C REFERO акаа 
Decisive Action 12/99 $39.98 Harpoon Classic 10/94 $13.99 — Pacific General 07/97 $29.99 War in the East: Leningrad04/98 $24.99 powers ЛШ БЕ, 
Dragons in the Mist 05/98 $23.99 Harpoon Classic 10/94 $12.99 Pacific General Budget 07/98 $9.99 War in the East: Rostov 04/98 $24.99 
East Front 197 $999 Last Battles 45 09/99 $44.99 Panthers in Shadows 09/95 $41.99 Warhmmr 40K Universe 03/99 $37.99 Talonsoft (War) 
East Front 2 04/99 $44.99 пе in the Sand 12/92 $9.99 West Front 11/88 $34.99 Release: 2/00 
East Front Camp 03/98 $19.99 Man of War 2 06/99 $29.99 — Panzer General 11/94 $1999 West Front ВІ Рск1 07/99 $26.99 PC CD 
Empire 2 Art of War _ 0995 $1299 — Medieval 07/98 $32.99 Panzer General 2 10/97 $9.99 
COMPUTER GAMES: HARDWARE eee M UNT 
Controllers Intret Hmmrhd FX Fre Pd 10/99 $44.99 Оһо! GenX 700K 03/99 $39.99  TBeach Montego 2 Qdzlla 07/99 $99.99 Re OE ole 


ANKO GC-FBW1 Wheel 03/99 $89.99 
ANKO TopShot Jystk 03/99 $29.99 
ANKO TopShot Jystk USB 03/99 $39.99 
CH F-16 Combtstk USB 08/99 $74.99 


Ltech WM FF Mouse 09/99 $59.99 
Ltech WM Form Fre Whl 01/99 $139.99 
Ltech WM Formula Wh! 11/98 $89.99 
Ltech WM Gaming Mouse 05/99. $39.99. 


CH FightSimYke USB LE 08/99 $99.99 — Ltech WingMan Frce Jstk 10/98 $99.99 
CH Flight Sim Yoke 04/99 $84.99 — Ltech WingMan GPad Ext 09/99 $44.99 
CH Flight Sim Yoke USB 11/99 $94.99 — Ltech WingMan GamePad 10/99 $19.99 


CH Gamepad USB. 

CH Gamestick 3D Јуѕіск 
CH Gamestick 3D USB 
Cybrstff Cybrstk Pls 


04/99 $29.99 
10/98 $45.99 
11/98 $45.99 
04/98 $62.99 


Ltech WingMan Thunderpad10/99 $9.99 


MS Natural Kybrd Pro 10/99 $73.99 
MS SWndrFStProPad 10/98 $65.99 
MS SWndr Prec Pro USB 08/98 $62.99 
MS SideWinder FF Wh! 10/98 $155.99 
MS SideWinder Standard 12/98 $29.99 


08/99 $12.99 
07/98 $43.99 


Everglide Original BW 
Gravis Xtrmntr бте Pd 


Gravs PC Gm Pd Pro USB 03/99 $21.99 MS Sidewinder FF Pro 09/97 $129.99 
GrvsXterminatorDigPdUSB11/99 $39.99 Mad Catz Andretti Wh 05/99 $69.99 
Guillemot Jet Ldr USB 02/99 $47.99 Mad Catz Panther 01/98 $25.99 
Guillemot RaceLdrF Wh! 10/99$129,99 Мав Catz Panther DX 10/99 $48.99 
Guillemot T Leader jypad 10/99 $28.99 Mad Catz Panther XL 01/98 $55.99 


“SAITEK — X36 
CONTROL SYS- 
TEM’ includes 
the fully pro- 
grammable X36F 
Control Stick & 
X35T Throttle & 

Rudder Control. 
Saitek 
(Hardware) 
Release: NOW 
PC 


Both For 


[X36F:5xFireButtons,2x8Way 
|HatSwitches,X&YTrimControls, 
| Pinkie'Shift Function with LED. 


X35T:2xFireButtons,4WayHat! 
‘Switch, RudderControl,2xRotary| 
Controls, MouseController. 
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Quickshot Master Pilot 98 04/98 $37.99 
Saitek Cyborg 2000 Jstk 04/99 $24.99 
Saitek Cyborg 3D Jstk 11/98 $52.99 
Saitek Cyborg 3D Pad 11/98 $38.99 
Saitek Cybrg 3D Jstk USB 12/98 $55.99 
Saitek P120 PC Pad 10/99 $9.99 
Saitek P2000 Tilt Pad 10/99 $44.99 
Saitek PC Dash 04/98 $49.99 
Saitek R100 Racing Wh! 10/99 $49.99 
Saitek R4 Frc Fdbk WI 11/98 $169.99 
Saitek R4 Racing Whl — 12/98 $92.99 
Saitek SP550 Stk & Pd 10/99 $29.99 


Saitek ST110 Dynmc Stk 10/99 $19.99 
Saitek USB Hub 10/99 $39.99 
Saitek X-35T System 05/98 $49.99 
Saitek X-36 Cont Sys 05/98 $107.99 
Saitek X-36F Joystick 04/98 $69.99 


Saitek X6-33M Pad 

Saitk P750 001 Cnt Pd 

Space Orb 360 

TM Attack Throttle 

TM Frag Master 

TM Fusion Game Pad 

TM Reflex USB 3D Jystk 05/99 $38.99 

TM Top Gun Jystk USB 08/99 $29.99 
Sound Cards 

Aureal Vrtx 501500 10/99 $99.99 

Aureal Vrtx2 S2500 11/99 $99.99 

Diamond Monster MX300 01/99 $89.99 

Fortissimo Sound Card 10/99 $49.99 

Sound Blaster LIVE 08/98 $179.99 


11/98 $27.99 
10/99 $29.99 
10/96 $42.99 
04/98 $49.99 
12/98 $65.99 
01/99 $19.99 


Хе! Storm РИпт A3D 04/99 $69.99 
Хе! Strm Pitm Gmr Pk 04/99 $89.99 
Video Cards 
30/х Voodoo 3 3000 PCI 10/99$179.99 
3Dfx Voodoo3 2000 AGP 04/99 $124.99 
3Dfx Voodoo3 3000 AGP 04/99 $174.99 


ATI All in Wonder32 10/99 $279.99 
ATI Xpert 128 16MB 0399 $99.99 
Crtv 3D Bist Svg4 32 AGP 06/99 $129.99 
Crtv 3D Bist Svg4 32 PCI 06/99 $109.99 
Grtv 3D Bistr Bnshee — 01/99$111.99 
Crtv 30 Blstr RIVA TNT2 09/99 $154.99 
Crtv 3DBist RIVATNT2UItra09/99$199,99 
Crtv Bist RvaTNT AGP16 10/98 $104.99 


Спу Grphes Bistr 3D 08/98 $74.99 
Ота Stith Ill 5540 Xtrm 09/99 $119.99. 
Ота Viper Il 32MB 11/99$199,99 
Ота Viper II LE 11/99 $269,99 
Dmnd Stealth lll $540 06/99 $109.99 
Dmnd VprV770 АР 06/99 $179.99 
Dmnd Vpr V770 UIt АВР 06/99 $229.99 
Glimt Maxi Gmr Xntr32 10/99 $209.99 


GuillmtMaxiGmrXntTNT2 10/99 $119.99 
Matrox Mil 6200РСІ 16MB07/99$174.99 
Matrox Mil G200 PCI 8MB 10/98 $129.99 
Matrox Millenium G400 06/99 $119.99 
Matrox Millnm 6400 MAX 09/99 $239.99 
Matrx Marvel G400-TV 11/99 $299.99 
Matrx Mystq 6200 AGP8 10/98 $119.99 


Maxi Gamer Cougar TNT2 10/99 $119.99. 


Spacetek (Hardware) 
Release: NOW 
PC CD 


how to move... you just do 
it. Shoudn'tit be the same 
in your 3D games? Simply 
push, pull or twist the 
Space Orb 360. 
PowerSensor ball to expe- 
rience — the fastest, 
smoothest and most real- 
istic action on the planet. 


‘CH F-16 FIGHTER STICK’ Designed 
with the look & feel of an F-16 
Falcon's jet grip, this top-rated con- 
troller features one 8-way switch, 
three 4-way switches, three fire but- 
tons, a trigger, trim controls & 
rotary throttle. Use with the PRO 
THROTTLE for up to 40 program- 
mable functions! 7-foot cable, and 
connectors for ATand PS2 
Keyboard Ports. 


CH Products (Hardware) 
Release: Now 
P 


Sound Blaster LIVE! Value 10/98 $99.99 — MaxiGmrCoug,Video — 10/99 $169.99 
COMPUTER GAMES: ARCADE 

‘Atari Arcade Hits 09/99 $28.99 Missile Command Clssc 1199 $28.99 

Attack of the Saucermen 07/99 $18.99 Mortal Kombat 4 07/98 $24.99 

Balls of Steel W95 01/98 $29.99 Pandora's Box 08/99 $19.99 
Phantom Menace 05/99 $44.99 

Earthworm Jim 3D 12/99 $2799 Pit Droids 09/99 527.99 

Galactic Invasion 02/99 $899 Pong 10/99 $18.99 

Grand Theft Auto2 10/99 $44.99 Rogue Squadron 12/98 $28.98 

Intellivision Lives! 08/99 $39.99 — Space Invadi 

Machines 04/99 $39.98 Tetris 11/99 $28.99 


‘EARTHWORM JIM 30’ 
Earthworm Jim worms his 
way out of 2D games for his 
debut in 3D! Features over 30 
zany enemy characters & 4 


loony levels loaded with 
games. Includes all Jim's sig- 
nature moves plus tuck'nroll, 
|jump'nshoot, hand-over- 
head, helicopter head, pig- 
sliding, the pocket rocket and 
more, 
Interplay (Arcade) 
Release: 1/99 
PC CD 


SPlus200pp4 


‘MESSIAH’ Bob, the 
cherub, comes to 
Earth to cleanse it of 
its vile sinners. He 
can jump into inhabi- 
tants’ bodies, using 
their weapons & 
strength. As Bob, you 
control over 20 char- 
acters, throw a knife 
& spear, and kill your 
enemies. Seamless 
| skin effect, morphing 
| environments, amaz- 
ing lighting & particle 
effects, streaming real. 
video, and multiple. 
Solutions. 


Interplay (Action) 
Release: 12/99 
PC CD 


"RISK 2' Your mission - capture 
your opponent's flag and protect 
your own. When engaged in battle, 
characters morph into ranked toy 
soldiers. It's a battle to the death! 
Pit your wits against fellow play- 
ers(6) over a LAN or Internet. 
Hasbro (Strategy). 

Release: 11/99 

PC CD 


"RISK PC’ 
Release: NOW 


‘RISK BOARDGAME, 
Release: NOW 


‘HALF-LIFE: OPPOSING FORCE 
ADD-ON’ Remember the soldiers 
who gave you so much trouble in 
Half-Life? Now you are one of them- 
-and life is not so easy as part of the 
Opposing Force. Return to the Black 
Mesa Research Facility as a soldier. 
Experiment with a host of new 
weapons. Battle a fierce alien race & 
interact with more human charac- 
ters. 


Sierra (Action) 
Release: 12/99 
PC CD 


"DELTA FORCE 2' Take on the bad 
guys over the smoothest Voxel ff 
Space 3D terrain ever created. All 
new missions, plus an expanded 
arsenal of weapons & equipment. 
Play in ist- or 3rd-person across 
miles of environments around the 
world. Weather effects alter game- 
play (rain, snow, wind & fog). | # 
Communicate strategies to your 
team mates in multiplayer combat. 


EA (Action) 
Release: NOW 
PC CD 


‘UNREAL TOURNAMENT' 
stand-alone 3-0 


is a 
shooter/arena 
game with over 30 levels & richly 


textured thrilling environments. 


Single player with fully customiz- 
able teammate "bots" or multiplayer 
with up to 16 "bots" &/or humans. 

Novice training mode & all-new & 


enhanced big-bodycount weaponry 
make this an experience like no 
other. 


GT (Action) 
Release: 12/99 
PC CD 


'HOMEWORLD' combines elements 
of space combat, strategy, & action. 
Hundreds of years after aliens 


destroyed your planet & relocated. 
survivors to the edge of the galaxy, 
a crystal starts to emit a faint signal 
to lead you to your homeworld. A 
immense mothership is built to 
carry millions home, to the 
unknown. Single play or up to 8 
players on-line. 


Sierra (Strategy) 


Release: NOW 
PC CD 


$Plus100p95 


One 


Hours 
A Wieck 


if 


Urder now and re 
Dur free 


ceive 
falog with 
| 


lousands of games 


BOARD GAMES CARD GAMES 
Time Reuease Price Tme йик Расе Tni RELEASE Расе Tre Reiease Расе 
1830 RR & Abbr Brons 12/94 $2599 Empires in Arms 12/94 $36.09  Sushi-Jalapeno War 01/89 $39.99 MTG 6th Ed. Starter 05/89 $899 
4 Battles Anc. World 0195 $20.99 Europa 1945-2030 0599 $37.99 Thunder's Edge 09/99 $42.99 
Flight Leader 12/94 $2499 Tigers in Mist 10/99 $32.99 MTG Exodus or Mirage BPOS/B 5299 
Across Five Aprils 10/94 $2599 Freight Train 07/98 $1799 — Tolaler Krieg! 10/99 $69.99 MTG Fallen Empires BP 09/95 $2.99 
ASL Cassino Op. Diadem 10/99 $2299 Gettysburg 3 Days July 05/96 $34.99 MTG Mercadn Masques BP10/99 $3.29 
ASL UncommnValrwoJimat0/99 $23.99 Great War at Sea З or 4 ea04/99 $3299 Union Pacific 05/99 $34.99 MTG Portal or Stronghold BP04/98$2.99 
Age of Renaissance 12/96 $49.99 Victory in Europe 01/95 $16.99 MTG Tempest or WeathrBPO9I97 $2.99 
Airlines or 2 ea. 08/98 $34.99 Harpoon Box Set 11/96 $45.99 Victory In West Есе 01/95 $32.99 MTG Urza's Asstd BP 06/99 $299 
Ancient Empires 01/95 $28.99 Неге Come the Rebels 12/94 $2699 Victory 06/99 $3899 Pokemon BP Asstd 06/99 $499 
Amhem:3rd Bridge 03/99 $28.99 In Flanders Fild:Ypres 09/99 $24.99 ^ VinciRise & Fall Civil — 11/99 $2599 Pokemon Gift Box 10/09 $24.99 
India Ralls 08/99 $3199 War Galley 05/99 $49.99 
Barbarossa Army Grp Ctr 02/99 $54.99 Lionheart 10/97 $3498 — Warhammer 40K 11/94 S69,99 Star Trek TNG SD 07/95 $8.99 
Battle Mist 10/98 $42.99 Lords of the Renaissance 06/99 $25.99 у Star Wars ВР Asstd. 0999 $299 
Battleground WW2 03/99 $28.99 Mississippi Queen 11/98 $35.99 Wooden Ships гоп Меп 12/94 $2299 Star Wars SD 01/96 $639 
Battletech 4th Ed. 12/04 $21.89 | World in Flames Dx 11/96 $99.99 Tomb Raider SD 0999 $899 
Big City 05/99 $34.99 Monopoly Marvel Comics 10/99 $3499 р - 
Blue & Gray 10/95 $24.99 Monopoly StarTrekTNG 10/99 $4999 | PLANESCAPE: TORMENT’ You 
Britannia 12/94 $2299 Napoleon's Battles 12/94 529.99 — |Suffer from amnesia & search for 
Caesar Civil Wars 12/04 $44.99 Necromunda 1195 $69.99 |Your past, identity & destiny. You 
Carnage 04/99 $58.99 Noble Armada 05/99 $4999 (die, only to find yourself resurrect- 
Castle of Magic 05/99 $24.99 Paths of Glory Ww 10/99 $4299 |80 in a strange place with your 
Circus Maximus 12/94 $13.99 Quebec 1759 0995 s3399  |Wemory erased. Someone or 
Command Decision 01/99 $34.99 Quests of Round Table 02/99 $19.99 Something is stalking you & you 
Courtisans of Versailles 10/99 $44.99 Republic of Rome 1294 $36.99 (Must figure out who, & what, 
Crimson Skies 01/99 529.99 Risk 03/96 $37.99 Keeps killing you. Curiosity, fear, 
Dark Horizon: Escape 05/99 $38.99 Robo Rally 01/96 $36.99 |0780, survival, self-defense & 
‘Samurai Swords 04/97 $48.99 (revenge all take turns driving you 
Deluxe Pente 10/99 $1799 Scrabble Dix ogo; $4999 toward an unforgettable end 
Diskwars Asstd Armies 07/99 $8.99 Interplay (Roleplaying) 
Eagles Over the Alps 08/99 $36.99 StockMarket Guru ов 52599 | Release: NOW 
Eagles of Empire Eylau 10/99 $3699 Sun Never Sets отв $3499 [PC ED 
HINT BOOKS PC: TRADITIONAL PC:BUNDLES ROLEPLAYING 
Action — ЕШ 05/95 $599 Aquazone 2 Deluxe 09/99 $2499 7th Sea Players Guide 07/99 $2599 
Dalkatana 12/99 $16.99 3D Ultra Lionel Traintown 09/99 $34.99 Archives 4 03/99 $39.99 AD&D Dungeon Mstr Guide02/95 $23.99 
Half Lite 11/98 $16.99 Асе Nevada Casino 1099 $2899 Атту Men Freedom Pck 10/99 $28.99 
Amer Great Soli Gms 05/99 $17.99 Battleground: Coll1 0198 $18.99 Aberrant 08/99 $20.99 
Half Life Team Fort2 12/89 $17.99 Austin Powers: Та 07/99 $29.99 Battleground: Coll 2 01/99 $37.99  AltemiyGM Guide 0598 $2599 
Heavy Gear20SG — 10/99 $17.99 Babyz 10/09 $28.99 Battlezone Gold 09/99 $28.99 Ars Magica 4th Ed 08/95 $2599 
Interstate 82 OSG 12/99 $17.99 Battleship Classic 12/08 $12.99  BlzrdGame Year Cctn 02/99 $59.99 Brave New World 09/99 $25.99 
Kingpin 056 07/99 $17.99 — Bleem! 08/99 $28.99 Classic Card Games 10/99 $18.99 Call of Cthulhu Sth Ed. 07/98 $26.99 
Messiah OSS 11/99 $1999 Boggle 10/97 $1299 Dark Side Moon w/Book 08/99 $39.99 Campaign Cartographer 2 10/99 $69.99 
Quake 3 Arena 11/99 $17.99 Bridge Delux 2W95 02/98 $21.99 F22/EF 2.0 Bundle 01/99 $29.99 Changeling 09095 $26.99 
Rainbow Six Gold 03/99 $12.99 Bridge Olympiad 07/94 $899 Forgotten Rims Arcvs3 08/99 $12.99 Co 
Rogue Spear 10/99 $17.99 939 Forgottn Rims Arcvs 2 08/99 $12.99 Cyberpunk 2020 05/95 $1899 
SWAT З Се Otrs ВШ 12/99 $17.99 Cabela's Trivia 12/09 $18.99 Freespace Battle Pack 09799 $19.99 DC Heroes Universe 08/99 $24.99 
Starsiege: Tribes 01/99 $1699 Caesar's Palace 11197 $19.99 Deadlands Rulebook 10/97 $27.99 
System Shock 2 09/99 $1099 Caesar's Palace Slots 0499 $29.99 Hasbro Family Game Pok 03/99 $24.99 Dragonlance Sth Age 0896 $21.99 
Thief Gold Dark Project 10/99 $1299 Casino Gambler Kit 11/95 $8.99 Hasbro Strategy Game Pk 02/99 $3299 Оше 08/99 $29.99 
Tomb Raider30SG 12/98 $1399 Саш? 10/97 $19.99 Hasbro Word Game Pack 02/99 $24.99 Earthdawn 06/95 $17.99 
Catz 3 10/98 $21.99 Него MM Millenium Ed 10/99 $38.99 Fading Suns 02/97 $21.99 
Urban Chaos 12/09 $1099 Catz4 09/99 $2699 Intrply 15 Yr Anthy 10/90 $29.99 Fantasy Earth 0196 $9.99 
Worms Armageddon 10/99 $10.99 — Chess 2000 09/99 $27.99 Jane's Attack Pack 08/99 $27.99 
Adventure Chess Platinum 03/99 $1299 M&M Millenium 10/98 $38.99 Heavy Gear 08/95 526.99 
Gabriel Knight 3 10/99 $1899 Chess Wars 07/98 $16.99 Hercules & Xena 09/98 $25.99 
Indy Jones її Mchn 11/99 $17.99 Chessmaster 5000 07/96 $19.99 Op Art War: Elite Ed 06/99 $44.99 Heroes Unlimited 2nd Ed. 02/98 $21.99 
Omikron: Nomad Soul 10/99 $17.99 Chessmaster 6000 0998 $3499 Рап: Cmmdr/Panz Ge Bndl02/99 $38.99 — Hunter 11/99 $25.99 
Pharaoh 10/99 $17.99 Chessmaster 7000 09/99 $34.99 Starcraft В Chest 12298 $3999 In Nomine 03/97 $23.99 
Prince of Persia3D 10/99 $1699 — Chessmales 12/98 $1299 Starsge Тһе Actin Pk 1089 $59.99 Jovian Chronicles 0498 $25.99 
Roleplaying Clue Chronicles. 11/99 $2898 Tomb2/Total Bundle 10/99 $1999  MERP 2 Softcover 1095 $19.99 
Dark Stone 08/99 $17.99 Clue: Murder Boddy Mnsn 10/98 $18.99 Ultimate Racing Srs 2 02/99 $1899 Macross 2 04/95 $11.99 
Diablo 2 056 12/99 $1799 Clueless 01/99 $19.99 Ultimate Sci-FiSeries 06/89 $27.99 Mage 2nd Ed. 02/95 $28.99 
Coffee Break Games 03/99 $6.99 WarCraft Bl Chst Pitam 11/99 $54.99 Marvel Super Heroes 08/98 $21.99 
Might & Magic 7 06/99 $1799 ConcenTRAINtion 11/99 $19.99 West Front: Elite Edin 10/99 $4499 — Mechwartior 07/95 $13.99 
Nox 11/89 $17.99 Cosmo Fashion Makeover 10/99 $17.99 — Xcom collection 11/99 $29.99 Palladium Fantasy 03/98 $21.99 
Revenant 10/99 $17.99 Pendragon 4th Ed. 05/05 $24.99 
Silver 10/99 $10.99 | ‘QUAKE IIl- ARENA'One of the Rifts 06/95 $21.99 
Simulation 1st games created as multiplayer Robotech 04/95 $11.99 
Flight Unlimited 3 0999 $1739 | only. Improved network play, new Shadowrun 3rd Edition 10/98 $28.99 
MS Flight Sim 2000 12/99 $17.99 | graphics (true curved surfaces, 
Pro Pilot 2000 10/89 $17.99 | dynamic shadows, volumetric Swords of Middle Kingdomo6/a9 $23.99 
Sports fog) Weapons include: Mace, Traveller 09/96 $22.99 
FIFA Soccer 2000 10/99 $1099 |SuperShotgun, Grenade/Rocket Tribe 8. 10/98 $25.99 
Madden NFL 2000 09/99 $10.99 | Launcher, Flame Thrower, Trinity Battleground 11/98 $54.99 
Strategy Machine/Plasma/Light-ning Gun, Trinity 03/98 $26.99 
| & more. Many new levels & class- Unknown Armies 09/99 $21.99 
C&C2 08/99 $1799 [es with support for dozens of Vampire 3rd Edition 10/98 $27.99 
Dungeon Keeper2 08/99 $17.99 | players at one time Warhammer Fantasy 06/95 $24.99 
Homeworld 10/99 $1299 | Activision (Action) A REN A Werewolf 02/95 $24.99 
Myth 2 0yo9 $1999 | Release: 12/99, ы World of Darkness 06/95 $15.99 
Warcraft 2 Battle.net 10/99 $1299 | PC CD Wraith 02/95 $24.99 
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‘STARCRAFT 64’ 24th century A.D. Terrans are at war, But the i invasion 
by 2 suprahuman species forces them to join in a fight for survival. 60. 
missions include multiplayer, original & all new. Play as the Terrans, the 
Zerg or the Protoss. Erect & defend structures, build & deploy weapons 
& vehicles, train troops, repair buildings, & launch attacks. 

Nintendo (Strategy) 

Release: 1/00 


“VIGILANTE 8: SECOND OFFENSE’ 
features destructible environments, 
morphing vehicles, special attack 
moves & multiplayer options. Blast. 

! your way through 12 arenas across. 
the U.S. & hidden areas. Pilot your 
arsenal loaded vehicle through 
curves, high speed highways & 
more. 


"ALIEN RESURRECTION’ A 
fast paced adventure. Aliens. 
are invading the vessel 
Auriga to wipe out the 
human race. Use your wits & 
a fast trigger finger on loads. 
3| of hi-tech weaponry to stave 
off the attack. Real time 3D 
environment & plenty of 
aliens to blast away! 

Fox Interactive 
(Shooter) 

Release: 1/0 
PSX 


PlayStationi- 


"CASTLEVANIA: RESUR- 
RECTION' Summoning the 
powers of Hell, the dark 
Countess of Castlevania has 
created a portal for Dracula 
to re-enter our world, along 
with a raft of suck-ups anx- 
ious to do his bidding. But 
remember: while you can 
dress to kill, if you lack the 
skill, your night is really 

gonna suck! 
Konami (Roleplaying) 
Release: 1/00 
Dreamcast 


Dreamcast. 


SONY PLAYSTATION DREAMCAST 
Tm RELEASE PRICE Tm Retease Price Tme Retease Раісе Tm RELEASE РЕСЕ 
Ace Combat 3 02/00 $46.99 Knockout Kings 2000 11/99 $39.99 Pong 11/99 $32.99 Аде of Empires 02/00 $49.99 
Alien Resurrection 01/00 $44.09 Legacy Kain Soul Reavr 08/99 $4299 Q Bert 11/99 $32.99 Armada 11/9 $4859 
Alundra 2 03/00 $48.99 Looney Tunes Space Race 11/99 $46.99 Quake 2 10/99 $42.99 — Baldur's Gate 11/99 $52.99 
Bass Landing w/Contrir 10/09 $56.99 Rainbow Six 11/99 $42.99 Castlevania Resurrectn 0100 $49.99 
Blades of Steel 2000 12/09 $44.99 Lunar Silver Star Story 06/99 $48.99 _ Reel Fishing 2 02/00 $48.99 Dark Angel Vamp Apoc 02/00 $48.99 
Broken Sword 2 10/90 $44.99 “LUNAR 2: ETERNAL BLUE'| Dreamcast Controller 0999 $29.99 
CTR:Crash Team Racing 10/99 $39.99 | BM Dark forces are trying to 
Caesars Palace 2000 12/99 $39.99 | Fam revive the evil Zophar, &| Dreamcast Visual MemoryO9/09 $29.99 
Carmageddon 2 12/99 $42.99 ami immerse LUNAR in dark-| Dynamite Cop 11/99 $49.99 
Chessmaster Millenium 10/99 $42.99 Meg] mess forever. Join Hiro and} ECW Hardcore Revolin 03/00 $49.99 
Chocobo Magic Dungn2 01/00 $49.99 | Eee Ruby a thousand years after} Evolution 11/99 $49.99 
Civilization ба Power 02/00 $4299 |fe the first adventure, as they| Fighting Force 2 10/09 $49.99 
iy Work to unlock the secrets) House of the Dead2 09/99 $49.99 
Colony Wars 3 Red Sun 03/00 $42.99 | = of the Blue Spire. Incoming 11/99 $46.99 
Cool Boarders 4 10/99 $42.99 | fp Int Superstar Soccer 01/00 $48.99 
Countdown Vampires 0300 $46.89 | а " а MDK 2 03/00 $46.99 
Croc 2 08/99 $3929 | ж Working Designs} marvel vs. capcom 1099 $48.99 
Crusaders Might Magic 11/99 $42.99 | [mM Release a/d) Max Payne 11/09 $48.99 
Darkstone 10/90 $52.99 Release: (0 Missile Command 11/99 $46.99 
Dead or Alive 2 10/90 $44.99 NBA Showtime NBA/NBC 11/99 $49.99 
Destruction Derby 3 0400 $44.99 МТУ Sports Snowboard 11/99 $42.99 Rugrats Studio Tour 1099 - 99 NFLOBClub 2000 12/99 $4999 
Die Hard Trilogy 2 1199 $42.99 Macross VFX 12/99 $42.99 0 $4298 
Dino Crisis 09/99 $49.99 Madden Football 2000 08/09 $39.99 Scrabble 11/99 $42.99 Red Line Racer 12/99 $48.99 
Driver 07/99 $39.99 March Madness 2000 12/89 $42.99 — Shadow Tower 12/90 $42.99 i 
Medal of Honor 11/99 $39.99 Sledstorm 08/99 $39.99 Saga Rally Champion 11/99 $49.99 
Dune 2000 11/99 $39.99 Messiah 03/00 $39.99 — Space Invaders 10/09 $39.99 Soul Fighter 01/00 $49.99 
ECW Hardcore Revoltn 03/00 $44.99 Ме! Gear Solid VR Miss 10/99 $39.99 Spyro the Dragon2 11/99 $4299 Speed Devils 11/09 $46.99 
FIFA Soccer 2000 10/99 $44.99 Monster Rancher 2 09/99 $39.09 Star Ocean Second Story 06/99 $42.99 Streetfighter Alpha3 12/99 $4999 
Fatal Fury Wid Ambin 12/99 $39.99 NASCAR 2000 09/99 $39.99 Suikoden 2 09/99 $39.99 Supreme Snowboarding 12/09 $49.99 
Fighter Maker 06/99 $42.99 | j 99 Тай Concerto 10/99 $42.99 Suzuki Extreme Racing 11/99 $49.99 
Final Fantasy VIII 09/99 $49.99 МВА In Zone 2000 11/99 $42.99 Test Drive 6 11/99 $42.99 Test Drive 6 10/09 $4999 
Frogger 2 42/99 $42.00 МВА Live 2000 10/99 $39.99 Test Drive Off Road 10/99 $4299 — Virtua Fighter 3 1099 $4999 
Galerians 02/00 $44.99 NBA Showtime NBAINBC 11/99 $44.99  ThrasherSkate & Destroy 11/99 $44.99 Wild Metal Country 01/00 $48.99 
Gallop Racer 09/99 $48.99 NCAA Final Four 2000 11/99 $42.99 Tiger Woods 2000 01/00 $39.99 Zombie Revenge 02/00 $48.99 
Секо 11/99 $48.99 МЕ Blitz 2000 08/99 $42.99 Tomb Raider Lst Revitn 11/99 $42.99 
] NHL Hockey 2000 09/99 $39.99 USED GAMES 
Grand Theft Auto2 10/99 $39.99 Need Speed V Rally 2 11/99 $39.99 Toy Story 2 11/99 $42.99 PSX 
Grandia 10/90 $39.99 Omikron 11/99 $4999 Twisted Metal 4 11/99 $39.99 Breath of Fire 3 09/99 $29.99 
Guilty Gear 2 42/99 $46.99 РӘХ Dex Drive 02/99 $3499 Vandal Hearts 2 02/00 $44.99 Legend of Legaia 08/99 $32.99 
Hot Wheels 09/99 $39.90 РӘХ DualShock Asstd Сз 05/98 $29.99 Vigilante 8 2 Offense 12/99 $39.99 — Magic Carpet 09199 $22.99 
Indy Jones/Infrnl Mach 11/99 $46.99 PSX Game Shark Pro 04/99 $39.99 — WWF Smackdown 03/00 $42.99 Off World Interceptor 08/99 $24.99 
Jet Moto 3 09/99 $39.99 РӘХ Memory Card 09/95 $14.99 Wild Water Champion 1199 $44.99 — Silent Hil 08/99 $34.99 
Juggernaut 10/99 $44.99 X Men 3D 03/00 $42.99 Wing Commander4 08/99 $32.99 
Jurassic ParkWarpath 11/99 $39.99 Рас Мап 3D World 10/99 $44.99 Xena Warrior Princess 1099 $42.99 N64 
Chameleon Twist 08/09 $29.99 
NINTENDO 64 Cruisin’ USA 0999 $29.99 
Killer Instinct 0999 $39.99 
Armorines 10/99 $54.99 — Mini Racers 02/00 $5999 Quest 64 Part 2 42/99 $62.90 Mario Party 08/99 $39.99 
Asteroids Hyper64 11/99 $52.99 N64 Controller Asstd Со10г10/96 $26.99 — Rainbow Six 11/99 $59.99 PilotWings 64 09/99 $39.99 
Bass Masters 2000 1299 $54.99 N64 Expansion Pak 12/98 $28.99 1 Super Mario Kart 64 0999 $32.99 
Blades of Steel 2000 12/99 $56.99 N64 Memory Cart 11/96 $11.99 South Park Rally 11/99 $59.99 Dreamcast 
Carmageddon 64 11/99 $54.99 Space Invaders 12/99 $5299 Blue Stinger 11/99 $39.99 
Castlevania Spec. Ed. 12/99 $5499 NAMCO Museum64 11/99 $36.99 Star Soldier 01/00 $54.99 — Hydro Thunder 1199 $39.99 
к NASCAR 2000 09/99 $54.99 Starcraft 01/00 $54.99 — Power Stone 11/99 $39.99 
ECW Hardcore Revolin 03/00 $54.99 МВА Courtside 2:30n 11/99 $52.99 Super Mario Adventure 04/00 $59.99 Sega Sports NBA2K 11/99 $39.99 
"PERFECT DARK isa first] ThrasherSkate & Destroy 11/89 $59.99 сопіс Adventure 11/99 $39,99 
person shooter with a} TigerWoods2000 02/00 $54.99 Tokyo Extreme Racer 11199 $3939 
twisting plot line set in the | Tony Hawks Pro Skater 12/99 $54.99 
near future. Control spe-| Top Gear Rally 2 11/89 $59.99 GAMEBOY 
cial operative Joanna Dark | Toy Story 2 11/99 $5499 Bugs Bunny 4 02/00 $28.99 
as she completes mis- 1 Dark Angel Anas Quest 02/00 $28.99 
sions & wastes tons of} Vigilante 8 2 Offense 12/99 $54.99 Deer Hunter 11/90 $28.99 
bad guys. Motion cap-| Virtual Chess 64 06/98 $49.99 Game & Watch Gallery 3 12/99 $28.99 
ured villians, dynamic} wow Mayhem 09/99 $54.99 
ighting & explosive) wwr Attitude 09/99 $66.99 Knockout Kings 11/99 $2899 
effects, surround sound] wwe Wrestlemania 2000 11/99 $62.99 Light Magnifier Asstd Colr 06/99 $7.99 
= and 3 difficulty levels with} War:Final Assault 10/99 $64.99 Link Cable Asstd Colors 06/99 $7.99 
Nintendo (Adventure) increasingly smarter Al in} wild Water Champion 11/99 $59.99 МВА Courtside 3-on-3 12/99 $28.99 
Release: 4/00 each stage. Single or mul-| wingack 10/99 $54.99 — Pokemon Yellow 10/99 $34.99 
N64 tiplayer action. Worms Armageddon 11/99 $56.99 Rally Racing 02/00 $28.99 
Gauntlet Legends 09/99 $54.99 МВА Jam 2000 10/99 $59.99 
Harrier 2000 42/99 $66.99 МА. ОВ Сир 2000 09/99 $59.99 Хела Warrior Princess 12/99 $59.99 расе Invaders 11/99 $3499 
Jet Force Gemini 10/99 $52.99  NightmareCreatures2 0300 $56.99 Yoshi's Story 64 03/98 $39.99 ТММ Outdoors Fishing 11/99 $28.99 
Paper Boy 64 11/99 $56.99 — Young Olympians 06/00 $56.99 Towers Lord Baniff 11/99 $3299 
Madden Football 2000 09/99 $54.99 Perfect Dark 04/00 $59.99 Zelda Gaiden 11/00 $66.99 WWF Wrestlemania 2000 11/99 $29.99 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & аге 
subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 


applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The 
"per order’ charge is charged once per order placed, the "рег item" charge is charged once 
for each item ordered and the "per shipment" charge is charged once for each shipment we 
make to you, For each US order $10.00 will be allocated to a 12 issue subscription to 
Computer Games Strategy Plus. Call for details. 


VANDAL HEARTS II’ In a 
medieval world where 
knights & magic are very 
much alive, a story unfolds 
in a mix of drama & struggle. 
for honor. This turn-based 
strategy game has over 120 
weapons & armor to choose 
| from, each with their own 
imbedded secret moves, 
mind-blowing spell and spe- 
1| cialized attack animations . 
Konami (Roleplaying) 
Release: 12/99 
PSX 


| 


ion. 


i PlayStat 


Standard — Priority 
US Mall US Mal 
Per Order $100 


Per Shipment 5125 — $1.04 
Per Item FEET: 


Express Express Майто Майто 
Canada — The World 
ору Ady 4 154 Days 
$200 $0 5200 5200 
$500  si300 $200 $200 
$1.00 — S200 — $200 $600 
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‘HARVEST MOON 64' is a 
unique blend of a role play- 
ing game with that of a farm- 
ing simulation game. 
Harvest Moon 64 offers all 
the charm of the original 
Super Nintendo classic with 
lots of new surprises and 
game play features. Tons of 
vegetables & animals. 
Customize your home with a 
variety of add-ons. Over 50 
characters to interact with. 
Marry the girl of your 
dreams. 


Crave (Roleplaying) 
Release: 12/99 
N64 


SPlus200p96 
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1313333137 ата 


ADVE! WEB SITE ADDRESS PAGE(S ADVERTI B S 
2AM www.2amgames.com 12-13, 19, 69 Interplay www.interplay.com 
3D0 www.3do.com A9 Lago www. fstraffic.com 
Activision www.activision.com | Backcover Psygnosis www. psygnosis.com 
Cavedog www.cavedog.com 24-25 Razer www.razerzone.com 
Chips £ Bits www.cdmag.com/chips 30-31 Segasoft www.segasoft.com 
Simon & Schuster www.simonsays.com 
www.dell.com 10-11, 23, 52-53, 89 SouthPeak www.southpeak.com 
www.earthlink.com 35 Square Soft www.squaresoft.com 
75 Talonsoft www.westwood.com 
29 Wizardworks www.wizworks.com 
Hasbro тортоѕе.сот 
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COMPUTER GAMES * FEBRUARY 2000 


| 
| 


HOW MUCH 
MY PC NEED? 


Congratulations. You just left Bob and his computer back there about half a mile, standing in a 
cloud of your dust. Meanwhile you're cruising at Mach Il thanks to the new motherboard. 
Combined with RDRAM, it offers up to a 116% increased memory performance gain over 
earlier systems" The result — WHOA! Start it up and you'll find that everything is faster, 
smoother, more realistic and more intense. Technology at warp speed. It's one more benefit of 
the Dell4me™ total ownership experience. It’s a complete resource for products and services 
that make it easy for you to get the most out of technology. 


DELL4 " | YOUR THOUGHTS EXACTLY. 


NEW DELL? DIMENSION? XPS В7ззг Desktop 
The Need-for-Speed Solution 
п Intel® Pentium® IIl Processor at 733MHz т 128MB ECC PC700 RDRAM at 356MHz 
a 27.3GB' Ultra ATA Hard Drive т 17" (16.0" vis) P780 FD Trinitron" Monitor 
= NEW 32MB NVIDIA geFORCE 4X AGP Graphics 
п 8X Max" Variable DVD-ROM Drive and Decoder Card with TV Out with 
FREE $20 DVD Movie Offer" 
и NEWSB Live! Value Digital with MusicMatch* Jukebox Enhanced 
= NEW Altec Lansing THX Certified ADA885 Dolby Digital Speakers with Subwoofer 
п V.90 56K Capable" PCI Telephony Modem for Windows 
т Microsoft® Works Suite 2000 with Money 2000 Basic 
= Microsoft® Windows® 98, Second Edition 
m 1-Year Dellnet™ Internet Access“ Service with 20MB of Online Backup” 
и 3-Year Limited Warranty’ ш 1-Year At-Home Service 


2 9 9 9 Ф ^s low as $82/Mo. for 48 Mos 
E-VALUE CODE: 89550-500129 


Dell Recommended Upgrade: w 
и 19" (17.9" vis) P991 FD Trinitron” Monitor ш 34.2GB* Ultra ATA Hard Drive B E DIRECT 
= Microsoft® Natural Keyboard Pro, Dell* Edition 

Add $389 E-VALUE CODE: 89550-500133u 
1.800.822.334 3 monsun: лис www.dell4me.com 


*Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. NOT ALL BUYERS WILL QUALIFY FOR 
THIS APR. APR for qualified customers varies by creditworthiness of customer as determined by Dell Financial Services 
L.P. Payments exclude taxes and shipping charges that vary. Taxes & shipping charges due with 1st payment unless 
included in the amount financed, in which case your monthly payment will be higher. Purchase Plan offered through Dell 
Financial Services L.P., 14050 Summit Dr., Austin, TX 78728, to U.S. state residents (including D.C.) with approved credit, 
excluding AR and MN residents. Availability may be limited or offer may vary in other states. 


pentiume/// 


BRINGING GREAT VALUES HOME. 


Inspiron” Notebooks include: 

m McAfee VirusScan 4.02 

a Microsoft® Windows® 98, Second Edition 

п NEW Microsoft® Works Suite 2000 with Money 2000 Standard 
з Lithium lon Battery 

= MusicMatch® Jukebox Standard” 

и NEWi-Learn My Dell* PC 

= 3-Year Limited Warranty? 


DELL^ INSPIRON™ 3700 Notebook 

Light Weight, Light Price 

= NEW Intel® Pentium® IIl Processor at 450MHz 

и 14.1" XGA Active Matrix Display 

и 64MB 100MHz SDRAM 

и 4.8GB' Ultra ATA Hard Drive 

и Modular 24X Max’ Variable CD-ROM 

и 2X АСР 8MB ATI RAGE Mobility"-M1 3D Video 

m 3D Positional Sound with Wavetable 

= 56K Capable" V.90 WinModem PC Card with XJACK* 


2 32 9 ad, Аз low as $64/Mo., for 48 Mos.” 
E+VALUE CODE: 89551-800123 

Dell Recommended Upgrade: 

п Custom Leather Carrying Case 


DELL* INSPIRON™ 7500 Notebook 

Mobile Desktop 

= NEW Intel® Pentium’ IIl Processor at S00MHz = 15.4" SXGA TFT Active Matrix Display 
= 128MB 100MHz SDRAM и NEW 12GB' Ultra ATA Hard Drive (75GB Max^) 

и NEW Removable Combo 32X Мах“ Variable CD-ROM and Floppy Drive 

п 2X AGP 8MB ATI RAGE Mobility"-P 3D Video 

п 3D Positional Sound with Wavetable 

п Internal PCI 56K Capable" V.90 Fax Modem 


97/Mo., for 48 Mos. 
УЕ: 89551-800135 


Dell Recommended Upgrade: 


п Second Lithium lon Battery with ExpressCharge™ 
п Targus Defcon Notebook Alarm 
Add $239 E*VALUE CODE: 89551-800125h 


DELL* /NSPIRON" 3700 Notebook 
Light Weight, Light Price 
и Intel® Celeron” Processor at 433MHz 
и 12.1" SVGA Active Matrix Display 
и 32MB SDRAM 
4.8GB' Ultra ATA Hard Drive 


m NEW HASBRO" Interactive Family Gaming 5-Pack” 2X AGP 8MB ATI RAGE Mobility"-M13D Video 
m harman/kardon Speakers 3D Positional Sound with Wavetable 


Add $379 E*VALUE CODE; 89551-800139a $ 16 9 9 dms As low as $46/Mo., for 48 Mos.” 


А 
m Inspiron™ 7500 Advanced Port Replicator (includes 10/100 NIC Card) = Modular 24X Max’ Variable CD-ROM 
. 
a 


E*VALUE CODE: 89551-800116 

Dell Recommended Upgrade: 
DELL? INSPIRON™ 7500 Notebook m Upgrade to 14.1" XGA Active Matrix Display 
Mobile Desktop и NEW 6.0GB' Ultra ATA Hard Drive 
= NEW Intel® Pentium® Ill Processor at 500MHz и Removable 6X Max“ Variable DVD-ROM Drive (Customer Installed) 
и 15" XGA Active Matrix Display Add $449 E-VALUE CODE: 89551-800121h 
= 64MB 100MHz SDRAM = NEW 6.0GB‘ Ultra ATA Hard Drive (75GB Мах“) 
m Removable Combo 24X Max’ Variable CD-ROM and Floppy Drive 
и 2X AGP 8MB ATI RAGE Mobility"-P 3D Video 


" 3D Positional Sound with Wavetable Pv Е 
" Internal PCI 56K Capable” V.90 Fax Modem USE THE POWER OF THE E-VALUE" CODE. 


и Delinet™ 1-Year Internet Access Service" with 20MB of Online Backup" March puriatesttachasiogy with ou Pleite st 


prices and learn about current discounts 
2899 * As low as $79/Mo., for 48 Mos." 
E- VALUE CODE: 89551-800128 


and promotions at www.dell4me.com 
Dell Recommended Upgrade: 


m NEW 12GB‘ Ultra ATA Hard Drive 
и Microsoft® Office 2000 Small Business plus Encarta 
m NEW Quicken* 2000 Power Pack 

Add $339 E* VALUE CODE: 89551-800132h 


Monthly payments based on sales price depicted for 48-mo. term at 13.99% APR. NOT ALL BUYERS WILL QUALIFY FOR THIS APR. 
APR for qualified customers varies by creditworthiness of customer as determined by Dell Financial Services LP. Payments 
exclude taxes and shipping charges that vary. Taxes & shipping charges due with 1st payment unless included in the amount 
financed, in which case your monthly payment will be higher. Purchase Plan offered through Dell Financial Services L.P., 14050 
Summit Dr., Austin, TX 78728, to U.S. state residents (including D.C.) with approved credit, excluding AR and MN residents. 
Availability may be limited or offer may vary in other states. 

Pricing not discountable. Prices and specifications valid іп U.S. only and subject to change without notice. ‘For a complete copy of Guarantees or Limited Warranties, write 
Dell USA LP, Attn: Warranties, One Dell Way, Round Rock, TX 78682. "At-home or on-site service provided via service contract between customer and third-party provider, 
and is not available in certain remote areas. Technician dispatched if necessary following phone-based troubleshooting with technical support personnel. Other conditions 
apply. ‘For hard drives, GB means 1 billion bytes; total accessible capacity varies depending on operating environment. *17X Min. 710Х Min. *20X Min. "2.5X Min. "Download 
speeds limited to 53Kbps. Upload speeds are less (in the 30Kbps range) and vary by modem manufacturer. Speeds also vary depending on line conditions. Analog phone line 
and compatible server equipment required. “Includes 150 hours Internet access per month, with $1.50 per hour charge for each hour (or fraction thereof) over 150 hours. 
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NEW DELL? DIMENSION? XPS B733r Desktop 

Cutting Edge Technology 

и Intel® Pentium" Ill Processor at 733MHz ш 128MB ECC PC700 RDRAM at 356MHz 
и 27.3GB' Ultra ATA Hard Drive = 17" (16.0" vis, .26dp) M780 Monitor 

п NEW 32MB NVIDIA geFORCE 4X AGP Graphics Card 

= 8X Max" Variable DVD-ROM Drive with FREE $20 DVD Movie Offer" 

m NEWSB Live! Value Digital with MusicMatch* Jukebox Enhanced 

и NEW Harman Kardon HK-595 Surround Sound Speakers with Subwoofer 

= V.90 56K Capable" PCI Telephony Modem for Windows 

и 1-Year Dellnet™ Internet Access" Service with 20MB of Online Backup" 


$ 2799 su isset 48 Mos” 
E* VALUE CODE: 89551-500127h 
Dell Recommended Upgrade: 
и 19" (17.9" vis) P991 FD Trinitron® Monitor 
= 8X Max" Variable DVD-ROM Drive and Decoder Card with TV Out 
* NEW Altec Lansing THX Certified ADA-885 Dolby Digital Speakers with Subwoofer 
Add $389 E-VALUE CODE: 89551-500131u 


DELL4 ME” 


The Dell4me™ total ownership experience; 
a complete resource for products and 
services that make it easy for you to get 
the most out of technology. 


SOFTWARE: Dell* offers a variety of software multipacks designed for work, education or play. 
= Family Fun §-Pack® featuring Star Wars-Rogue Squadron, $99 m Quicken Power 3-Pack,” $89 ш Choose 
from one of four Education Packs,” $79 


PRINTERS: Dell simplifies your life and ensures compatibility by pre-installing drivers for select 
printers? on your new Dell PC. Just turn it on, attach the printer cable, it just takes seconds. 
m HP 895 Printer, $299 ш Other brands and models available, starting at $149 


CAMERAS AND SCANNERS: Dell offers you the tools you need to take pictures and 


archive images on your hard drive instead of in a shoebox. Send pictures and video to friends and 
family via e-mail. ш Epson 610и Scanner, $149 и Intel" PC Camera ProPack, $129 m Fuji MX1200, $299 


SERVICE AND SUPPORT: Dell offers you the help you need when you need it, via phone or 
online. ш 24 х7 phone and online tech support т Dimension Premier 3-Year At-Home Service’, add $99 
= Inspiron 3-Year On-Site Service’, add $99 = Support.dell.com for innovative online support tools 


INTERNET ACCESS AND SERVICES: Dell offers you access to the Internet as well as 
online services and resources designed to help you make the most of your РС тш Dellnet™ Internet 
access" with 20MB of Online Backup" = Simple drag and drop website creation tool with 12MB 
of homepage storage space Over $350 worth of special offers for Dell customers with popular 
online retailers 


PAYMENT SOLUTIONS: Dell offers several payment options designed to fit a wide range 


of customer needs. ш Dell Platinum Visa® Card = Dell Purchase Plan? ш Dell E-Check (automatic 
checking withdrawal) 


Remote subscribers subject to additional charge of $4.95 for each hour of Dellnet service. Excludes applicable taxes and local/long distance telephone 
access fees or charges. Additional $1.00/hour surcharge for Dellnet service in HI and AK. "Online backup services are provided by a third party, and such 


Dimension? Desktop Systems include: 

п Keyboard и Mouse в 3.5" Floppy Drive 

m NEW Microsoft* Works Suite 2000 with Money 2000 Basic 

m McAfee VirusScan 4.02 m Microsoft® Windows® 98, Second Edition 
= 3-Year Limited Warranty’ ж 1-Year At-Home Service® 


NEW DELL* DIMENSION?” xPs T650r Desktop 

High Performance, Great Value 

п Intel® Pentium® Ill Processor at 650MHz 

и 128MB SDRAM at 100MHz m 13.6GB* Ultra ATA Hard Drive 

m NEW 17" (16.0" vis, .28dp) E770 Monitor 

и 32MB NVIDIA TNT2 “Ultra” AGP Graphics 

m 48X Мах? Variable CD-ROM Drive 

m Turtle Beach Montego” Il A3D™ 320V Sound Card with 
MusicMatch* Jukebox Standard 

п Altec Lansing ACS-340 Speakers with Subwoofer 

п V.90 56K Capable” PCI Telephony Modem for Windows 

m 1-Year Dellnet™ Internet Access™“ with 20MB of Online Backup'* 


$ I 9 9 9 ДЫЗ Аз low as $55/Mo., for 48 Mos.” 
E*VALUE CODE: 89551-500119h. 

Dell Recommended Upgrade: 
= NEWSB Live! Value Digital with MusicMatch* Jukebox Enhanced 
= NEW Harman Kardon HK-595 Surround Sound Speakers 

with Subwoofer 
и 250MB iomega Zip BUILT-IN Drive with One Disk 

Add $279 E-VALUE CODE: 89551-500122u 


DELL” DIMENSION? тоог Desktop 

Affordable Desktop Solution 

и Intel? Pentium® Ill Processor at 500E MHz 

" 64MB SDRAM at 100MHz т 6.4GB* Ultra ATA Hard Drive 

и NEW 17" (16.0" vis, .28dp) E770 Monitor 

и Intel® 3D AGP Graphics 

п 48X Мах? Variable CD-ROM Drive 

и SoundBlaster 64V PCI Sound Card with MusicMatch* 
Jukebox Standard 

п harman/kardon HK-195 Speakers 

= V.90 56K Capable” PCI Telephony Modem for Windows 


$ ПП 9 9 dg ^s low as $33/Mo,, for 48 Mos.” 
E-VALUE CODE: 89551-500111 
Dell Recommended Upgrade: 
= 13.6GB' Ultra ATA Hard Drive 
п Altec Lansing ACS-340 Speakers with Subwoofer 
п 1-Year Dellnet™ Internet Access" Service with 20MB of Online Backup” 
Add $209 E-VALUE CODE: 89551-500114u 


DELL?” DIMENSION? L433c Desktop 

Affordable Desktop Solution 

и Intel® Celeron" Processor at 433MHz 

= 64MB SDRAM at 100MHz 

и 4.3GB* Ultra ATA Hard Drive 

= NEW 15" (13.8" vis) E550 Monitor 

и Intel® 30 AGP Graphics = 40X Max’ Variable CD-ROM Drive 

= SoundBlaster 64V PCI Sound Card with MusicMatch* Jukebox Standard” 
п harman/kardon HK-195 Speakers 

= V.90 56K Capable" PCI DataFax Modem for Windows 


$ 8 9 9 ДЕХ As low as $25/Mo., for 48 Mos.” 
E*VALUE CODE: 89551-500108 
Dell Recommended Upgrade: 
п 6.4GB' Ultra ATA Hard Drive 
= NEW 17" (16.0" vis, .28dp) E770 Monitor 
п 1-Year Dellnet™ Internet Access" Service with 20MB of Online Backup" 
Add $189 E-VALUE CODE: 89551-500110u 


1.800.822.3343 monsun: zane cr 


BE DIRECT 


services are provided subject to terms and conditions between such third party and the customer. Limited to 20MB of online storage; additional storage space 


available at additional charge. Dell disclaims any responsibility for lost customer data. "Software, packaging and documentation differ from retail versions. 
“For select Hewlett Packard printers. "Limited time offer. Includes one (1) DVD title (max. $20.00 total value, including tax and shipping charges) with pur- 
chase of a new Dell system with a DVD-ROM drive. Internet access required to register for the offer; see details at www.dell.com/dellzone. Offer must be 
redeemed within 60 days from the date of system invoice. "Includes one (1) upgrade and online technical support from MusicMatch. “To achieve 75GB Max. 
hard drive capacity on the Inspiron 7500, you must purchase a 25GB internal primary hard drive and the 25GB HDD option for both the 2nd and 3rd hard drive 
bays. Note that the Inspiron 7500 notebook must be used on AC power when utilizing the 75GB Max. hard drive configuration. °2.4X Min. “13.8 Min. "Based оп 
Intel AGP 4X Graphics Test and Platform Bandwidth Test. Intel, the Intel Inside logo and Pentium are registered trademarks and Celeron is a trademark of 
Intel Corporation. MS, Microsoft, IntelliMouse and Windows are registered trademarks of Microsoft Corporation. 3Com is a registered trademark of 
3Com Corporation. HP and DeskJet are registered trademarks of Hewlett Packard Corporation. € 1999 Dell Computer Corporation. All rights reserved 
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STIERED GAME PLAY, 3 TIMES THE STRATEGY, AND COMBOTS OVER 3 STORIES HIGH ii “4 Z А 
Metal Fatigue lets you build and command behemoth combots. Armed with parts like Sonar Legs, Jet Pack Torsos and Gattling Gun Arms, you can 
fight for upgrades or simply sever your enemies limbs and attach them to your own forces. Best of all, you control units across 3 levels simultaneously 
in what has been described as part real-time strategy, part 3D action, and all together revolutionary. 
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Made with love’ by: 
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Our goallis' to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping шїп апу capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou соте across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


